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Big Bloke. 
Big Game. 

You're in a field... 

The rain's lashing against 
your skin... 

You've crashed into the 
mud dozens of times... 

Your face is smashed in... 

15 mad-as-hell men hate 
your guts... 

...and you've 

got the ball! 







THE BEST RUGBY GAME I’VE EVER COME ACROSS” 

S/iO PlayStation Pro 


Stadium view 
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Website: http://www.codemasters.com 
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Politics and the video game vote. 

With the general election now set for May 1st, once again the 
three horse race between the Conservative, Labour and 

Liberal parties is under way. While the 
major issues are education, the 
National Health Service, and tax, 
the parties are also trying to 
please all of the people all of 
the time. So where do the 
parties stand regarding the 
about violence in 
games? With MPs 
: to provide quotes 
a video game hits 
headlines, do they 
firm policies or stances 
regarding future crimes? 
PlayStation Plus canvasses 
the three major parties 
the Raving 
ies) to find out 
party line. 


The exhaustive guide to PlayStati 
software currently available 
An essential and regularly updated reference guide to 
the many PlayStation releases cluttering your local 
retailer's shelves. Every PAL release available for the 
Sony machine has been included, with their past ratings 
and a summary. In addition, all known peripheral com¬ 
patibility is listed, making these four pages an essential 
reference point for any potential game purchases. 


Already hailed as one of the greatest PC games available, 
PlayStation Plus is proud to go behind the scenes of the 
PlayStation version of Interplay's MDK. A superb blend of 
platform and shoot 'em up, MDK is Shiny Entertainment's 
first foray into the 32bit world, and the platform heritage 
revealed in Earthworm Jim is already apparent. Could this be 
the game of 1997? 













































































Once 

AGAIN, THE 
PlayStation 

HAS AVOIDED 
THE 'SUMMER 
SLUMP' WHICH 
AFFECTS 
VIRTUALLY 
EVERY OTHER 
HOME 
SYSTEM. AS 
the Saturn 

STRUGGLES TO 
MAINTAIN DOU¬ 
BLE 

FIGURES IN ITS 
MONTHLY 
RELEASES, THE 
Sony machine 

HAS A CON¬ 
STANT SOURCE 
OF NEW TITLES, 

with Micro 
Machines 

LEADING THE 
WAY, AND FOL¬ 
LOWED SHORT¬ 
LY BY THE LIKES 

ofMDKand 
ISSpro. And 

WHILE THE SEC¬ 
OND WAVE OF 
N64 TITLES 
HAS YET TO 
SHOW, SURELY 
NOTHING CAN 

touch Sony's 

DOMINANCE IN 
THE VIDEO 
GAME MARKET. 

The war isn't 

OVER, BUT THIS 
BATTLE IS WON. 

Steve 

Merrett, 

Editor 


Sere 

Not content with dominating 
the PC race scene. Virgin has 
turned its attention to the 
PlayStation for the release of 
the acclaimed super-fast 
speed fest, Screamer. 

Having been in develop¬ 
ment for a few months now, 
the first shots of this new 
racer are starting to appear, 
and unsurprisingly the game 
looks pretty similar to the 
PC original. However, the 
PlayStation version of 
Screamer (which is only it's 
working title) is actually 
based on Screamer 2 y the 
bigger and infinitely better 
sequel which first appeared 
at the end of last year. 

It's a racing game in the 
classic mould, with drivers 
climbing into high-powered 
sports cars and speeding flat 
out around a number of lush¬ 
looking circuits. 

Player's must first pledge 
allegiance to one of the four 
racing teams, which not only 
determines the colour 
scheme of the vehicle, but 
also changes the handling 
statistics of the cars within. 
There are four basic cars to 
choose from, although the 
standard racer can be cus¬ 
tomised in the garage. This 
allows picky drivers to fine 
tune their four-wheeled 
baby, carefully altering tyre 
pressures, suspension and so 
on, to get the best perfor¬ 
mance out of it. 

The car should be changed 
to suit each of the six cours¬ 
es. Front and rear suspension 
should be tightened when 
racing through the pit-ridden 
roads of England, while snow 
tyres proves essential in the 



SCREAMER CONVERSION NEARS COMPLETION • ACCLAIM 
CONFIRM TUROK FOR PLAYSTATION • MORTAL KOMBAT 4 IS 
UNVEILED • V-RALLY ROARS IN • WCW ENTERS THE RING 



(Below) 
Choose from 

ONE OF FOUR 
RACING TEAMS, 
EACH WITH 
THEIR OWN 
SLICK LOGO. 





ice wastes of Finland. Other 
circuits to race include 
Switzerland, California, 

Egypt and Colombia, and 
perfecting each of these will 
uncover some interesting 
hidden extras such as four 
brand new cars. 

The most exciting news of 
all is that PlayStation 
Screamer will have all the very 
best bits of the PC original. 


and then some! While Virgin 
wouldn't reveal exactly what 
changes the PlayStation game 
would feature, a spokesman 
did say there would be a 
number of new features 
and they'd be well worth the 
wait. That's all we can do 
then, until the game appears 
this September. However, 
expect more news nearer 
the game's release. 
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MICH WARRIOR II 


Activision's Mech Warrior II 
PlayStation conversion is 
better than the PC original - 
the ultimate mech-over of an 
already great game. Awarded 
83% in Issue 19 of 
PlayStation Plus. 



OFSCMII 

Interplay goes down, down, 
deeper and down for this 
altogether disappointing 
sequel to the smart Descent. 
Plagued by jerky scrolling 
and slow update, it scored 
82% in Issue 19. 
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PIIUll HEHTtR II 

This simple addictive puzzler 
proves Capcom is not only dab 
hand at the beat 'em up. A 
budget price release. Puzzle 
Fighter II deserved the 92% 
score it received in Issue 19. 


fXC/UIBUR 2555M 

First impressions make 
Excalibur 2555AD look like 
Tomb Raider , but this 
beast has a strong role- 
playing flavour. Rated 
81% in this issue. 


MU ASSAULT 2 

Cleverly released as the Star 
Wars Trilogy is on the big 
screen. Rebel Assault 2 may 
look fantastic but where's 
the gameplay? Reviewed in 
this issue, scoring 46%. 


mi i si 

GT lame conversion of a sub¬ 
standard shooting game. Area 
57 is visually lacking and the 
gameplay unexciting. Scored 
a particularly average 52% in 
Issue 18. 


Dinosaur Hunter 


Although rumours of a 
Turok Dinosaur Hunter conver¬ 
sion have been whispered for 
a few weeks now, PlayStation 
Plus is excited to announced 
Acclaim is definitely working 
on a PlayStation version of 
the Nintendo 64's celebrated 
Jurassic lark. It is currently in 
very early stages of develop¬ 
ment and the game is said to 
be slightly different from the 
Nintendo 64 game, but will 
still capture the imagination 
and excitement of the origi¬ 
nal. Therefore it's doubtful 
whether Acclaim can re-cre¬ 
ate the same level of back¬ 
ground detail included in 
each of the monster sized 


far below. However, the 
game is still in early stages 
of development, and while 
Pure Entertainment claims 
Lunatik will be nothing short 
of frantic and fast-paced, a 
playable version of the game 
has yet to be seen. 
PlayStation Plus is reserving 
judgement for the time 
being. Still, Lunatik isn't due 
out until Christmas this 
year, so there's more than 
enough time to add the 
finishing touches. 


levels, but it will have all 
the cool weapons and 
the enemies with 
which to test them 
on. The level 
designs will also 
be as clever, and 
will not only challenge the 
player's gaming skill, but 
also their intelligence as 
Turok explores each of the 
maze-like landscapes. 
However, its still a long way 
off, whilst Acclaim have yet 
to announce a rough release 
date. So PlayStation Turok is 
unlikely to emerge until 
Christmas . In the meantime 
we'll just have to drool over 
the Nintendo 64 version... 


Pure Entertainment is a 
new player in the 32bit 
console scene. The London 
based developer are cur¬ 
rently working on a game 
that will be released 
through Eidos Interactive. 
Lunatik is a top-down shoot 
'em up. It is very different 
from the classic vertical 
scrollers of old in that it 
boasts impressive 3D 
graphics, as players 
carefully pilot a futur¬ 
istic skimmer across a 
Blade Runner-style 
landscape, bagging 
enemies which pop 
up from the streets 


was 

too busy 
thinking 
about Tekken 
2 and Tomb 
Raider. Well Dave, 
we think you should 
concentrate on your 
football, we've heard 
through the grapevine 
Paul Ince is the king of 
the Play- Station, so 
maybe we have a real 
game on our hands... 


Fouled 

First of all video games 


blamed for turning children 
to violence. Now people are 
pointing the finger at the 
PlayStation, claiming it's 
responsible for sporting cock- 
ups. Indeed, during the game 
against Newcastle, Liverpool 
were ahead by three goals 
until The Toon Army equal¬ 
ised minutes later. The mis¬ 
take was at the hands of 
'Pool' goalkeeper David 
Games... sorry David James, 
who claims he lost his concen¬ 
tration, and was distracted 
from the task in hand because 
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Released by Fire 
International, the RacCon 
is priced £19.99 and 
available now. For 
more information call 
01302 751428. 

If you've ever raced radio 
controlled cars then Fire's 
RacCon control system will 
be strangely familiar. It's a 
pistol-grip style stick 
designed to be held in the 
left-hand, using the 
trigger to accelerate and 
the other hand to steer 
with the wheel on the side 
of the unit. Comfortable 
to hold, although some¬ 
what strange to begin 
with, the RacCon is an 
analogue stick for greater 
control on racing games, 
but suffers from some 
serious design faults. The 
button layout, is ridicu¬ 
lous. Using Rage Racer to 
test the peripheral, the 
RacCon performs less than 
admirably. This is largely 
due to the wheel itself, 
which doesn't turn far 
enough to give full lock on 
the car, making it nearly 
impossible to slide around 
tight corners. Reducing 
the turn ratio on the 
game's configuration 
screen does help, but even 
this is difficult as the menu 
screen kept changing due 
to a peripheral conflict. 
The buttons for changing 
gears are badly positioned 
too. Unless you have 
selected automatic gears 
the chances of driving 
manually with any degree 
of success are slim. The 
RacCon is pretty poor in 
both performance and 
construction. Made from 
tacky dark silver plastic, 
the unit neither looks nor 
feels good, and is ulti¬ 
mately a substandard 
extra that isn't even as 
good as the regular 
PlayStation 
joypad. 


Scorpion 

RETURNS IN 

Mortal 
Kombat 4, 

ALONG WITH 
Raidenand 
FEW OTHER 
BATTLE 
BUDDIES. 


- 4 

m 

* 




A , 


I 1 a Tt *~ 

«§Kv,, 


;> <v» 


Mortal 


After the enormous 
success of Mortal 
Kombat Trilogy , 

Williams plans to 
further its beat 'em up 
dominance with the 
eagerly awaited fourth 
game in the series. 
Mortal Kombat 4. Due 
to hit arcades this 
summer. Mortal 
Kombat 4 signals a 
new direction for j/^j 
the saga as it 
dumps the digi¬ 
tised fighters of 
old in favour of 
smart 3D charac¬ 
ters, many of 



omhat 4 


previous instal¬ 
ments. Raiden 
returns to the 
fray for example, 
and is joined by 
Scorpion, Liu 
Kang, and Sonya 
lade. Details of 
r other familiar faces 
have yet to be 
announced and 
while Williams is 
certain to include 
all-new characters, 
these are also 
being kept 
under wraps. 


From the handful of 
pictures currently available, 
it's clear to see the amazing 
level of detail that's been 
crammed into Mortal Kombat 
4, the 3D of Scorpion itself 
looking very slick indeed. 
The 3D arena promises to 
look fantastic too, although 
it's not yet clear how much 
freedom the players will 
have. It's more likely the 
fighters will be able to 
side-step as in War Cods, 
although more will become 
clear nearer the coin-op’s 
release date.A PlayStation 
version is rumoured to 
appear around Christmas. 


Tokyo Hignway Battle 


T- HQ ARE EXTREMELY busy 
this month with news of a 
third PlayStation title 
emerges. Tokyo Highway 
Battle is a racing game with a 
difference, as players are 
invited to push 12 sports cars 
around a handful of different 
tracks. Toyko Highway Battle 
is more of an individual race 
than a grand prix against 
other drivers, with the 
players competing against 
one of six road racers before 
going on to face the Drift 
King. Each race is set on a 
busy Tokyo street so drivers 
must contend with rush 
hour traffic. 





With each victory comes a 
cash reward which can be 
used to supe up your car or 
purchase a brand new 
roadster entirely. Also, a 
component shop is stocked 
with over 60 optional extras, 
from essential upgrades like 
larger engines and turbo 
chargers, to cosmetic extras 
such as flashy wing mirrors. 

A one player game, there's 
an option to practice against 
the CPU or enter the scenario 
mode, tackling the other 
drivers individually. Tokyo 
Highway Battle looks 
detailed, although not as 
smooth as Namco's Rage 
Racer, and is an adrenaline 
inducing rush to the 
finishing line. Prepare to 
buckle up this May. 


ca mm m 



After the sneak preview 
back in Issue 15, Ocean 
has now announced that 
PlayStation TFX has 
kicked the bucket. To be 
brutally honest it comes 
as no surprise, as the early 
versions of the game did 
not look promising. With 
scrolling that jerked more 
times than epileptic under 
strobe lights, this once- 
great PC game is more 
than just a little slow on 
the PlayStation - flying a 
supersonic jet should __ 
surely be a gut- 
wrenching expe¬ 
rience, not the 
virtual equivalent 
of gliding through 
treacle. Good rid¬ 
dance TFX, may 
you rest in peace.. 






















































I 






PlayStation 


COMPUTER 


Motor Mash 


Yet another racing game 
published under the Ocean 
label is Monster Mash, a car¬ 
toon racer currently being 
coded by Merit Studios. 
According to the Gateshead- 
based developer. Monster 
Mash is best described as 
"Tex Avery hosting a demoli¬ 
tion derby," as drivers steer 
wacky cars around classic car¬ 
toon-style scenery, such as 
the Wild West raceway 
complete with rickety railway 
bridge and spiky cacti. Other 
themes running through 
levels include dense jungle, 
the underwater realm of 
Atlantis and a haunted world 
of nightmares. Player's can 
interact with the scenery 
because each tracks is con¬ 
structed as a real 3D object,. 
Ramming a bridge support, 
for example, will bring it 
(and anything on it) crashing 
down, blocking the way for 
any cars lagging behind. 


Each of the twelve charac¬ 
ters drives their own car, 
which equipped a wide vari¬ 
ety of weapons that spice up 
the gameplay and give the 
back markers a better chance 
of victory. Such bonuses can 
be bought with previous 
race winnings or alternative¬ 
ly collected while burning 
around the track. 

If all this sounds terribly 
like Micro Machines don't 
worry - part of the 
team responsible for 
Monster Mash worked 
on Micro Machines 2, 
and if this baby is any¬ 
where near as good as 
Codemasters' Play¬ 
Station classic that 
can only be a good 
thing. Look out for 
Monster Mash in May. 


V-Rally 

Manchester software giant. 
Ocean, has released shots of 
its forthcoming off-road 
racing game, V-Rally. 
Developed by Infogrames, 
the French company which 
merged with Ocean last year, 
V-Rally is essentially the next 
generation Sega Rally, paying 
homage to the arcade classic 
by making this a realistic but 
ultimately playable dirt track 
driving game. It is by no 
means a clone of the Sega 
game, and is bigger in terms 
of the numbers tracks, the 


cars available and the race 
modes on offer. 

In arcade mode, for exam¬ 
ple, drivers compete on 
anything from four to eight 
course depending on the 
difficulty setting, while the 
eight rally championships are 
built up from three stages 
each - that makes a total of 
over 40 stages and circuits in 
all! Better still, V-Rally will 
come complete with a track 
generator, giving players the 
chance to build their own 
unique courses. 

The cars featured are 
eight of the most successful 
rally saloons from the 1997 
season, painted in the 
official team colours and 
technically representative 
of their reallife counterparts, 
even down to the growl noise 
from their engines. There 
are hidden cars to discover 
too, as well as secret tracks 
accessible only to the master 
rally driver. Get practising 
because V-Rally is released 
this summer. 


'«&■ and 'PlayStation* are trademarks of Sony Computer Entertainment Inc. 

Developed by Sony Interactive Studios America and Single Tree. © 1996 Sony Interactive Entertainment Inc. Alt rights reserved 


With the beat 'em up war 
hotting up with the release 
of Soul Blade and the immi¬ 
nent arrival of Tekken 3, 

T«HQ boldly enters the 
fighting arena with the first 
ever PlayStation kick-boxing 
simulation, titled K- 7 The 
Arena Fighters. Provisionally 
scheduled fora May 
release, the game stars 
eight real-life stars of 
the kick-boxing circuits, 
each of which has been 
f fully motion-captured and 
rendered in 3D to give the 
fighters individual styles, sig¬ 
nature moves, and of course 
different appearances. 


Naturally there's the usual 
bag of punches and kicks to 
delve into, and unlike stan¬ 
dard boxing K- 7 The Arena 
Fighters aren't restricted by 
Queensbury rules - hit as low 
as you want because in kick 
boxing, anything goes. 

K- 7 The Arena Fighters 
offers the obligatory one 
and two player games as well 
as tournament and team 
battles, but more unique is 
the management mode in 
which players can create and 
train their own fighters in 
the hope of taking them on 
to win the coveted K-1 
championship title. 




DO NOT 

UNDERESTIMATE 
THE POWER 
OF PLAYSTATION 
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\NC\N Vs The World 


WWF HAS BEEN IMMORTALISED 
on the small screen countless 
times before but now it's 
the turn of the WCW, thanks 
of course to T«HQ. 

Billed as the most realistic 
pro wrestling game of all 
time, WCW Vs the World has 
all the glitz and glamour of 
its WWF counterpart, but 
ups the ante by including a 
massive 60 fighters from six 
different federations from 
across the globe. Although 
many are unheard of in this 
part of the world, the game 


does feature wrestling super- 
stars such as Hulk Hogan and 
Ric Flair. The signature moves 
for each character sees the 
Hulkster leg-drops his oppo¬ 
nents whilst Sting devas¬ 
tates with the Scorpion's 
Death lock. 

As well as boasting a 
whopping character roster, 
WCW Vs the World is also 
cram-packed with moves. 
Totalling over 500 individual 
wrestling holds, the player 
has an unparalleled selection 
of combos, kicks, grapples 




and piledrivers which pum¬ 
mel the other fighter. Add to 
this the motion-captured 
graphics, which run at a 
smooth 60 frames a second, 
and the result is what could 
possibly be the best grap¬ 
pling game on the Play 
Station, when the game is 
released this June. 


The Big Fight 

Round 2 



Just days after the Nintendo 64 was 
launched, UK distributor THE claimed the 
machine had completely sold out in a matter 
of hours. Hardly surprising considering the 
relatively small initial shipments, but new 
stock has meant the sales of the machine are 
growing steadily. Meanwhile Sony has, as 
you probably already know, cut the price of 
the PlayStation to £129 in an aggressive bid 
for market dominance. Although too early to 
say exactly how this has affected sales of the 
machine, the low price tag, along with an 
ever-increasing catalogue of games, is 
certainly one of the factors Sony is relying 
on to overcome the Nintendo threat. 

Sega has also reduced the price of the 
Saturn to £169, bundled with World Wide 
Soccer and Sega Rally , and proves that 
Sega should by no means be counted out 
of the equation. However, even the more 
attractively priced Saturn still has some 

serious catching up to do, and with 
the Nintendo 64 growing in 
sales Sega really does have a 
fight on its hands. 


mm 
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PlayStation Disc Wipes 



Sony's range of official 
PlayStation extras continues 
with disc wipes; the ultimate 
way to ensure 
those black CDs 
remain gunge-free. 

Pretty much identi¬ 
cal to standard CD- 
ROM wipes but with 
PlayStation packag¬ 
ing, the disc wipes maybe 


useful but unfotunately 
extremely overpriced - for 
£1.99 you get just two 
cloths, a high price 
pay for what is 
basically a baby 
fwipe for compact 
discs. At PlayStation 
Plus we prefer damp 
eenex, but then that's a 
different matter entirely... 


Bubble Bobble 2 



ms* 


After extensive delays 
Virgin is pleased to confirm 
Bubble Bobble 2 will be 
released in May. The game, 
which was originally due to 
be release at the end of last 
year, is currently in the final 
stages of development, and 
looks much faster and more 
polished than the version 
which was previewed way 
back in Issue 12 of 
PlayStation Plus. 

Conceptually Bubble 
Bobble 2 is pretty much 


identical to the original 
game, with two cutesy 
dinosaurs romping through 
loads of levels, blowing 
bubbles to ensnare the 
enemy. There are loads of 
new monsters to pop 
though, plus the graphics 
enjoy a complete overhaul. 
The encapsulating gameplay 
is perhaps Bubble Bobble 2's 
greatest charm, and for just 
under £35 this is a very 
attractive purchase indeed. 


| SHOP WATCH 


HMV 

Virgin 

Woolworths 

Micro Machines V3 

£49.99 

£49.99 

£49.99 

Legacy of Kain 

£44.99 

£44.99 

£44.99 

Total NBA '97 

£34.99 

£34.99 

£44.99 





sooi biabe 

Namco once again proves 
it is untouchable in the 
PlayStation beat 'em up 
arena with the superlative 
32bit console conversion 
of the arcade classic. A 
landmark title by any¬ 
one's standards. 



MICRO MACHINES V3 

Billed by us as the 
greatest multi-player 
game on the PlayStation, 
and rightfully so, this 
baby is fantastic fun for 
up to eight players. It is 
still pretty damn good if 
you fancy going solo. 



lITTlEBIBAOmURE 

Electronic Arts' much cel¬ 
ebrated arcade adventure 
comes to the PlayStation 
at last, and is one of the 
biggest and compelling 
games the Sony machine 
has yet to see. Vast. 



VAHOAl HEARTS 

A role-playing game from 
the old skool, Konami's 
Vandal Hearts might not 
boast the fantastic 3D 
polygon graphics and 
sheer variation of 
Square's forthcoming 
Final Fantasy Vll, but it's 
an absorbing role-player 
nonetheless. 
















































THE GREATEST 


MULTI-PLHVER 


GAME TOR THE 
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OBUBIE DRAGON 

Fist II may have pioneered 
the scrolling beat 'em up 
by including weapons, but 
Double Dragon increased 
the fun by allowing both 
Billy and Jimmy Lee to 
fight simultaneously. 


FIST II 

Fist II was the first of the 
beat 'em ups to allow the 
user to explore a large, 
sprawling play area. While 
Broderbund's Karateka 
used scrolling. Fist II used 
a non-linear route. 


KUNE Fll MASTER 

The basic moves of the 
Bug Byte game are relocat¬ 
ed into the first scrolling 
environment in Data East's 
heroic tale of one man 
against all the odds 


FRANK BRUNO’S BOXINE 

Stealing from the 'Punch 
Out' coin-op, Frank Bruno 
endorsed the first home- 
based boxing title. 


uteri mata 

Martech opted for the 
'real' fighting route, but 
thankfully their Judo game 
is now mainly forgotten. 


The path 

FROM KUNC 
FU THROUGH 

to Soul 
Blade may 

HAVE TAKEN 
FIFTEEN YEARS , 
BUT WITHIN 
THIS TIME NO 
LESS THAN 
FOUR NEW 
WAVES OF 
TECHNOLOGY 
HAVE PASSED. 

From the 

8 BIT 

Spectrums 
AND C 64S 
WHICH 
STARTED IT 
ALL , THROUGH 
TO THE ST AND 
Amiga for 

BETTER , 
SMOOTHER 

sprites. Then 

ENTER THE 16- 
BIT Sega and 
Nintendo 

CONSOLES FOR 

the Street 
Fighter era , 

AND THE 
ADVENT OF 
THE 32 BIT 
CONSOLES AND 
THEIR 3D 
SKILLS. 


EHAMPIONSRIPWRESTIINE 

Epyx had a go at convert¬ 
ing wrestling over to the 
humble C64. Despite 
attractive graphics and 
different characters, it 
isn't one of their more 
memorable titles. 


BANEKOK KNIGHTS 

System 3 were the kings of 
fighting games during the 
C64 era, but Bangkok 
Knights was gloss over 
playability. But it was the 
first kick boxing game, and 
thus, of some importance. 


WAY Of JHt [MOOING FIST 

With Kung Fu a one-player 
affair, it took a year 
before Melbourne House 
unleashed two player 
karate - and in stunning 
colour with digitised 
sound to boot. A classic. 


Bug Byte's sprites may be 
sluggish and the moves 
limited to a chop, kick, and 
punch, but even so this is 
the first fighting game. 
Predating even its arcade 
equivalents. 


YIEARKUNEFU 

Yie Ar Kung Fu won fans for 
its varied beat 'em up 
opponents. For the first 
time, different fight styles 
were added to the fighting 
scenario. 


BARBARIAN 

While Street Fighter 
blitzed the one-on-one 
beat 'em up with dragon 
punches. Palace Software 
spattered blood across the 
nation with Barbarian - 
and the first ever finger¬ 
twisting special moves. 


IASI NINJA 

System 3's finest hour. 
The first arcade/adven¬ 
ture beat 'em up, with the 
game set within 
sumptuous isometric 
locations, mixing problem 
solving with the expected 
kicks and punches. 


BRUEFIEF 

Bruce's main aim was to 
collect the coloured 
lanterns in each flick- 
screen room, but fighting 
came into play as he used 
flying kicks and punches 
to fell two on-screen 
adversaries. 
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Originality is not a term often associated with a video fj 
game. At least not any more, as the majority of the latest releases are \ A 
influenced by, or are direct rip-offs of, computer games of yesteryear 1 
/Is part of a regular feature PlayStation Pius looks at the history of the sn 
video game, and focuses on the titles that kick-started the genre and those ▼ 
which single-handedly changed the face of video gaming. This month we 
concentrate on ‘beat ‘em ups , and how the archaic Kung tu eventually led to 
the masterpiece which is Soul Blade. 


STRUT FICHTFR AlPHA 2 

Capcom broke new ground 
with Street Fighter, and did 
so once again with the 
recent Street Fighter Alpha 
2. The custom combo 
system differs from 
standard combination 
attacks as it allows play¬ 
er's to string together 
their own lethal attacks. 


FmmFORCf 

The scrolling beat 'em up a 
la Double Dragon enters 
the third dimension with 
Core Design's new slant. 


Although Pit Fighter used 
digitised characters for 
the first time, Williams 
continued the human- 
based models for their 
first Mortal Kombat; one 
of the most successful 
arcade games ever and the 
first to introduce fatalities 
or finishing moves. 


soui biadf t&U* 

Widely regarded as the finest beat 'em up to grace 
the PlayStation, Soul Blade takes the best elements of its forefathers 
and combines them in one superlative game. Including weapons. 
Fantastic! 


VICTORY BOHINE 

Gone are Bruno and Fight 
Night's 2D sprites, as the 
3D route is now used for 
JVC's first Boxing game. 


POWER MOVE WHFSTIINE 

Lacking the camaraderie 
and showmanship of 
WWF, Activision's Power 
Move Wrestling brought 
the genre into 3D, and is 
currently the best example 
of the ilk to date. 


MORTAl KOMBAT II 

Williams extended the 
Mortal Kombat brand 
further with the sequel, 
featuring even more grue¬ 
some finishing moves but 
also included chained- 
together combo attacks. 


VIRTUA FICHTFR 

The first beat 'em up to 
take the 3D route. VF also 
added the first special 
moves, although projec¬ 
tiles were still missing. 


Namco went 3D with 
Tekken, but took the genre 
further by including boss 
characters which could be 
used by the player. 


mu mm 

Capcom upped the ante in 
the one-on-one beat 'em 
up arena by adding a 
character select option to 
the now legendary Street 
Fighter. This feature has 
since appeared in 
practically every fighting 
game to be released. 


STRUT FICHTFR II 
CHAMPIONSHIP TUITION 

Can you be the boss? 
One of the most 
frequently asked 
questions at PlayStation 
Plus, and a feature that 
was first introduced by 
Street Fighter II 
Championship Edition. 


WAY OF THF TICFR 

Gremlin's attempt at a 
beat 'em up, opted for a 
primitive character select 
system of sorts. 

Way of the Tiger 
featured three events 
with each hero offering a 
different fighting style. 


SAMURAI SH000WN 

SNK added their two-pen- 
neth worth to Street 
Fighter fever with the first 
Samurai Shodown. The now 
customary character select 
was installed, as were even 
more weapons than ever 
before. 


moves, scrolling, and character #; 


selection was common place. But 
then came the third dimension. ,. 













We HAVE ALL ENDURED THE EMBARRASSMENT OF SCHOOL SPORTS DAY, AND 
UNLESS YOU'RE ONE OF THE FORTUNATE FEW WHO ACTUALLY ENJOYS PUTTING 
YOUR BODY THROUGH EXTREME PAIN!, THE CHANCES ARE YOU FINISHED LAST IN 
THE400-METRES AND ACCIDENTALLY SKEWERED A HAPLESS ONLOOKER WITH 
THE JAVELIN. THANKFULLY THE ADVENT OF VIRTUAL ATHLETICS HAS ELIMINATED 


THE EMBARRASSMENT ASSOCIATED WITH POOR PERFORMANCE J AND IS THE 
PERFECT WAY TO GRAB SPORTING GOLD WITHOUT LEAVING THE COMFORT OF 
YOUR HOME. OR AT LEAST IT SHOULD BE. RUNNING THE 100 METRES IS 
KNACKERING ENOUGH, BUT IS NOTHING COMPARED TO THE BUTTON-BASHING 
EXHAUSTION OF ARMCHAIR OLYMPICS... 


SPORT 

THt nCHNIQIIt 

pair urn 

MfOAl WINNING PROSPECTS 

mim s FOOT RATINE 


100IMM SPRINT 




WEIGHT IIFTING 



HAMMER THROWING 



Wait for the bloke in 

Pah, easy. Anyone 

Pretty poor, unless you're racing against an 

BLACK TO FIRE HIS GUN 

CAN RUN A 100 

OLD AGED PENSIONER WHOSE LEGS ARE RIDDLED 

THEN RUN LIKE THE 

METRES, ESPECIALLY IF 

WITH ARTHRITIS. STEROIDS COULD INCREASE YOUR 

clappers. First past 

THERE'S A PINT OF ICE 

CHANCE OF VICTORY BUT WATCH OUT FOR RANDOM 

THE FINISHING LINE 

WINS. 

COLD LAGER WAITING AT 

THE FINISHING LINE. 

DRUG TESTING. 

Breath deeply, grip 

Unless you've got 

Excellent. It is possible to smash world 

THE JOYPAD FIRMLY 

Popeye's arms, and 

RECORDS AND CLAIM THE COVETED GOLD MEDAL 

AND HAMMER THE RUN 

FINGERS OF STEEL, THIS 

WITHOUT TRAINING OR EVEN GOING ON A DIET. JUST 

BUTTONS UNTIL YOUR 

IS ACTUALLY MORE LIKE¬ 

MAKE SURE YOU'VE GOT PLASTERS TO HAND WHEN 

FINGERS BLEED. 

LY TO CAUSE INJURY 

THAN THE REAL THING. 

THOSE FINGER BLISTERS START BURSTING... 


Pretty similar to the 

SHOT-PUTT EXCEPT THE 
BALL IS ATTACHED TO A 
LONG CHAIN AND CAN 
BE THROWN TEN TIMES 

further. Hopefully. 
Pummel the pad for 

POWER TO THROW THE 
BALL AND CHAIN, 

WHICH MUST BE 
RELEASED AT EXACTLY 
THE RIGHT ANGLE. 


Aftering SPINNING 
FRANTICALLY IT'S 
HARD TO STAND UP, 

LET ALONE THROW 
A HAMMER OVER 
EIGHTY METRES. 

Chucking the ham¬ 
mer IS EASY, MAKING IT 
LAND INSIDE THE RIGHT 
BIT IS FAR MORE 

difficult. Cat-like 

RELEXES ARE A MUST... 


No way. Perfectly the spinning technique is 

EXTREMELY DIFFICULT ITSELF, AND THE CHANCES 
OF TIMING THE THROW AT THE PROPER TIME ARE 
ALMOST NON-EXISTENT. EVEN WITH PRACTICE 
YOU'D BE LUCKY TO CHUCK THE HAMMER PAST 
THE THROWING CIRCLE. 

Much easier, but still no pushover. Building 

UP ENOUGH POWER FOR A LONG THROW IS A PIECE 
OF CAKE, AND AFTER A DOZEN OR SO ATTEMPTS IT'S 
POSSIBLE TO THROW WELL OVER THE 100 METRE 

mark. That'll be a cold medal then. 
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Run AT FULL PELT 

The odds of skewer¬ 

Zilch. Running with the pole is hard enough. 

WHILE BALANCING A 

ing YOURSELF ON THE 

LET ALONE USING IT TO VAULT OVER A BAR THAT'S 

VERY LONG POLE OVER 

POLE ARE SLIM. LAND¬ 

SIX METRES IN THE AIR! WITH A LITTLE PRACTICE 

YOUR SHOULDER, 

ING, HOWEVER, HURTS 

IT'S POSSIBLE TO CLEAR THE GARDEN FENCE, BUT 

BEFORE CATAPULTING 

LIKE HELL, ESPECIALLY 

ANYTHING HIGHER THAN THAT IS JUST PLAIN 

METRES INTO THE AIR. 

IF YOU MISS THE MAT. 

DANGEROUS. 

Get THE MAXIMUM 

Virtual pole-vault¬ 

Likewise, it's not that easy to clear record- 

SPRING FROM THE 

ing is a BREEZE 

breaking HEIGHTS SIMPLY BECAUSE TIMING THE 

DOUBLED-UP POLE BY 

BECAUSE IT RELIES ON 

TAKE OFF TO PERFECTION IS NO EASY FEAT. PASSING 

FURIOUSLY TAPPING, 

PRECISION TIMING 

THE QUALIFYING HEIGHT IS CONSIDERABLY EASIER, 

THEN TIME THE JUMP 

MORE THAN FURIOUS 

BUT IF GOLD IS YOUR GOAL THEN YOU'D BETTER 

TO PERFECTION. 

BUTTON TAPPING. 

START PRACTISING. 


Stuff your face with 

This event is a real 

It ALL DEPENDS ON SIZE AND STRENGTH. FAT 

FOUR DOZEN FRIED 

BACK-BREAKER SO TAKE 

BLOATERS WITH BICEPS AS BIG AS FOOTBALLS 

EGGS AND AN ENTIRE 

PRECAUTIONS BY 

PROBABLY HAVE A GOOD CHANCE OF NOTCHING UP 

COW BEFORE LIFTING A 

WEARING ONE OF 

AT LEAST A BRONZE MEDAL, WHILE SKINNY WEAK¬ 

METAL POLE WITH BIG 

THOSE RIDICULOUSLY 

LINGS HAD BETTER STICK TO LIFTING MATCH STICKS. 

LUMPS ON EACH END. 

LARGE BELTS. 


Build up strength by 

Considerably less 

A GOOD SENSE OF RHYTHM IS ESSENTIAL FOR 

TAPPING THE POWER 

STRAINFUL THAN THE 

TAKING BRONZE, BUT TO CRAB THE GOLD YOU'LL 

BUTTONS, THEN PER¬ 

REAL THING. JUST GEN¬ 

NEED LIGHTNING REFLEXES TO TIME THE LIFT 

FECTLY TIME THE JERK 

TLY RUB THE BUTTONS 

PRECISELY. ALL IN ALL IT'S NOT THAT DIFFICULT 

TO LIFT THE WEIGHT 

TO LIFT THE WEIGHT. 

THEN. 

ABOVE YOUR HEAD. 

Easy-peasey. 
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Well balanced off-road ability and 
on-road handling keep the Jeep 
in every race. 


Extraordinarily powerful and 
surprisingly controllable 
- a true off-road monster! 


This rugged and mighty off-road 
behemoth can conquer 
any terrain. 


Quick and agile, this V8-powered 
import can negotiate the tightest 
spots due to its compact stature. 
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Question 3. 


Okay, so you've answered the questions , now write 

THEM ON THE BACK OF A POSTCARD , ALONG WITH YOUR NAME AND ADDRESS, 
AND POST IT TO: DESTRUCTION DERBY 2 COMPETITION , PLAYSTATION PLUS, 

Emap Images, 37-39 Millharbour, Isle of Dogs, London E14 gTZ. 
All entries should be received by 22nd May 1997. This competition 
IS SUBJECT to the rules stated on pace five of the magazine. 















Release : Tbc 
Company : Interplay 
Price : Tba 
Players : 1 

Cenre : Shoot 'em up 







is really 
It could 
Murder 
Death Kill or Mission: Deliver 
Kindness, but it could equally 
be the initials of the game's 
three heroes. Max, Dr 
Hawkins and Kurt. This trio 
have been orbiting the earth 
for five years, as Dr Hawkins 
is an eminent scientist con¬ 
ducting experiments aboard 
his satellite, with Max Bones, 
his trusty dog, and his assis¬ 
tant Kurt Hectic helping out. 
When they discover the 
world has been invaded by 
aliens ploughing their way 
across the surface in huge 
moving cities, destroying 
everything in their path, he 
realises something must be 
done. Grabbing hold of Kurt 
he tells his protegee it's his 
job to save the world and 
since he's at it he may as well 
test out some of the Doctor's 
wilder inventions. These 
include a natty black suit for 
Kurt to wear and the most 
accurate gun ever created. 
There is also lots of other 
stranger devices which will 
be parachuted into the cities 
once Kurt has arrived. 

Once he's landed in a city 
our hero has to make his way 
to the city's driver to be 
assassinated in order to halt 
the carnage. But how will 
Kurt get there from orbit? 
Simple, they drop him and 
pray his parachute works... 
This is the premise behind 
MDK which comes from 
developers Shiny Entertain¬ 
ment who created the 
brilliant and wacky 
Earthworm Jim games. And 
while Earthworm Jim had a 
lot to offer the platform 
genre, it's nothing compared 
to what MDK is going to do 
to the shoot 'em up. This is 
one of the most innovative 








and exciting games to come 
onto the scene for a long 
time. It is also one of the 
most ambitious conversions 
ever seen on Sony's 32- bit 
wonder. So without further 
ado, let's take an exclusive 
look at one of the most 
anticipated PlayStation 
titles of the year. 


MDK is a third person shoot 
'em up with the camera 
placed behind our hero Kurt 
as he travels through the 
cities. There are six cities 
each with four stages to 
progress through, and each 
of the twenty four levels has 
to be seen to be believed. 
Instead of the usual 3D shoot 
'em up level design of tiny 
rooms linked with corridors, 
MDK mixes tunnels with wide 
open spaces, huge slopes, 
crazy architecture and much 
more to create an amazing 
world. The incredible thing 
about how this world is pre¬ 
sented graphically (particu¬ 
larly on the PlayStation 
version) is the old problem of 
'pop up' with levels building 
themselves in the distance is 
non existent here. The levels 
stretch out as far as the eye 
can see, and thanks to the 
sniper scope, that's a very 
long way indeed. You see, 
while Kurt does have a rapid 
fire chain gun, which can do 
some serious damage at 



Made up 
of a 

SERIES OF 
INCREDIBLE 
SET-PIECES, 
PLAYING 

MDKis 

LIKE 

STARRING 
IN YOUR 
OWN ACTION 
MOVIE. 





(left) The 

SNIPER MODE 
IS LOOKING 
INCREDIBLE 
IN THIS 
EARLY 

PlayStation 

version 

EVEN THOUGH 

THE THREE 

BULLET 

VIEWSCREENS 

HAVEN'T BEEN 

IMPLEMENTED 

YET. 


SKYBIW SNIPER. _ 

Never one to go for the easy life, Kurt has to arrive at the 
beginning of each level in the most dangerous manner 
possible. Not content with simply getting a lift, Kurt is 
dropped from a great height and must avoid the aliens' 
anti-air defences in order to make it down in one piece. To 
make matters even more complicated there are power ups 
to collect which are in the air at the same time. You can 
move to grab them out of the sky so when he hits the 
ground he already has the advantage, but unfortunately the 
aliens are also gunning for you with radar beams and 
ground to air missiles. So you'll have to do some agile 
skydiving if you want to make it with some weapons and 
avoid getting hit. No one said this was going to be easy... 



PC screen shots shown in all boxouts. 
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FIRST SIGHT 




Proving that 
PlayStation 

CONVERSIONS 
OF PC GAMES 
DON'T HAVE 
TO BE FULL OF 
COMPROMIS¬ 
ES , MDK 
SHOWS YOU 
CAN HAVE 
HUGE LEVELS 
AND LOTS OF 
POLYGON ENE¬ 
MIES WITHOUT 
THE GAME 
BEING INCREDI¬ 
BLY SLOW. 





as if it was right next to you, 
which is very unnerving when 
it's a giant boss alien. This is 
where the sniper's mode 
second (and equally fun) 
purpose comes into effect - 
as a voyeur's tool to watch 
the aliens. 


The aliens are thankfully just 
as much fun to observe as 
they are to kill because 
rather than just making them 
cannon fodder Shiny have 
put some real life into your 
foes. Instead of just being 
mindless automations which 
walk blindly into your line of 
fire, you're up against bad 
guys with personality. 
Whether they are mooning 
and taunting you from a dis¬ 
tance or running to help an 


short range, it also doubles 
as a sniper's rifle. Once 
sniper mode is selected the 
view changes to Kurt's eye 
view which can be zoomed 
in to such a degree you can 
target a soldier right 
between the eyes when 
he's halfway across 
town. In addition to 
this, you also have 
three view screens 
which will show the 
path of the bullet 
so you can be 
sure you 
have hit 
the tar¬ 
get. While 
your firing rate may be slow¬ 
er than the chaingun the 
power of your shots are 
greatly increased. This mode 
opens up a whole world of 
possibilities. You can take on 
a squad of aliens in a frontal 
assault, for example, if or 


there are some very sneaky 
tactics which you can employ 
with your long range 
weapon by working 
yourself into the 
right position you 
can pick off the 
enemy from 
great distance at leisure, or if 
they're charging at Kurt you 
can try to thin out their num¬ 
bers before they get too 
close. Thanks to some superb 
collision detection you even 
have a choice of where to 
shoot them. If you just want 
to wound someone then go 
for an arm or a leg, but if you 
feel like a quick kill then you 
can blow their head clean off. 

Graphically this has been 
represented brilliantly on the 
PlayStation because even 
something which you've 
zoomed in on looks as clear 
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JAMES BOND 


Not content with giving you an extremely 
cool gun, MDK also offers you some brilliant 
power ups. While most of them are simply 
found lying around. Dr Hawkins also drops 
some from the sky on parachutes so you're 
never far away from some of the wierdest 
gadgets ever seen in a video game. And 
don't think these are the only powerups 
around, there are more and they are very 
strange indeed. Thankfully there are plenty 
to choose from so while there might be a lot 
of aliens after you, you've got many ways to 
take them out. 


SUPER CRAIHEUM 

Increase your firepower to an 
excessive level with this 
chaingun upgrade. It's faster, 

deadlier, and well.just 

better than your standard 
vanilla chaingun. But do you 
really need a reason? 



DECOY BAllOOH 

Yes it looks like a blow up 
doll on wheels, no the aliens 
don't know the difference. 
Take advantage of their 
stupidity and blow them 
away while they're looking 
at your 'double'. 



WORLD'S SMALLEST 
UUCIEAR EKPIOSIBH 

To blow down a very strong 
door then you're going to 
need a very powerful bomb. 
This mini-nuke will use its 
tiny mushroom cloud to clear 
the way for Kurt. 

BOHES AIR STRIKE 

Get a help from your dog pal 
Max Bones with this power 
up. Simply select a target 
through the sniper view, and 
then watch (hopefully) from a 
safe distance as Bones flies in 
to deal some death. 

































COMPUTER 


From this 

SEQUENCE 
YOU CAN SEE 
THAT THE 
SNIPER MODE 
MAKES THE 
TINIEST DOT 
IN THE 
DISTANCE 
INTO A TARGET 
YOU'LL FIND 
IMPOSSIBLE 
TO MISS. 


DO NOT 

UNDERESTIMATE 
THE POWER 
OF PLAYSTATION 


injured fellow soldier, they 
are always beautifully drawn 
and animated in full 3D, 
which makes them seem all 
the more life-like. Their Al is 
also something to behold 
because it makes you really 
feel like you're up against an 
enemy that thinks. These 
aliens really do have eyes and 
ears, which you'll find out 
the hard way if you charge 
through each level firing 
wildly. If you're seen or 
heard by an alien he will 
come after you which means 
not only do you need to use 
stealth, but also handy 
sniper mode. This brings a 
great voyeuristic aspect 
to the game because 
there's a great deal of 
pleasure to be had 
from just standing 
somewhere safe 


and watching the aliens go 
about their business from a 
safe distance. And a safe 
distance is where you will 
want to be because the 
enemy is everywhere. 

As well as patrolling sec¬ 
tions of the city they peri- 
ically drop into the 
ion by spacecraft, so 
you can never be too 
re where the next 
wave is coming from. 
You are not just up 
against soldiers 
ither, since the 
aliens also have 
vehicles such as 
tanks and aircraft 
make your life 
more diffi¬ 
cult. So we 
know what 
Kurt has to 
, but what 


and "PlayStation" are trademarks of Sony Computer Entertainment Inc. 

Developed by Sony Interactive Studios America and Single Trac. © 1996 Sony Interactive Entertainment Inc. All rights reserved 
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Converting a game which 
pushes the capabilities of a 
Pentium PC onto the 
PlayStation is an incredibly 
ambitious task,but 
Neversoft, who are handling 
the project, are doing a ter¬ 
rific job. The PlayStation con¬ 
version is currently at a very 
early stage but promises to 
contain all of the action and 
mayhem of the PC original. 

While the resolution may 
not be as high, and there are 
a few of Kurt's animation 
frames missing, the overall 
picture looks extremely 
good. As well as this we 
have been assured by 
Interplay there will be 
no levels or features cut 
from the game. In 
fact there will 
actually be some 
(as yet unspeci- 


While 

THERE'S A 
LOT OF FUN 
TO BE HAD 
FROM USING 
THE SNIPER 
MODE TO 
SHOOT YOUR 
HAPLESS 
ENEMIES, 
USING IT AS A 
HIGH - TECH 
TELESCOPE 
HAS IT'S 
PLEASURES 
AS WELL. 


What can't this guy do? As 
well as being heavily armed, 
Kurt is also a very athletic 
fellow, which comes in handy 
since there's a lot of running 
and jumping to be done. 
Jumping, in particular, is 
made a lot easier thanks to 
an odd looking parachute 
which allows Kurt to glide by 
holding down the jump 
button. This makes long dis¬ 
tances easier to clear and is 
fun, too. Put simply, gliding 
down a slope while firing 
your chain gun at a swarm of 
enemies might not be tacti¬ 
cally sound but it is a laugh. 
Kurt can also sidestep to the 
left and right, which allows 
him to dodge the enemy's 
sjiots as well as strafe them 
with gunfire. As well as this 
you can look up and down to 
keep track of enemies when 
you don't 


so mm fflwuLM urn m _ 

The Bones air strike might be all well and good, but if you want to be able to 
control your own air-raid, then why not steal a plane? Take to the skies and 
drop as many bombs on the alien scum as you want before your fuel runs 
out. And if that's not enough for you, why not try some of the other travel 
opportunities available to you. At certain sections of the game Kurt has to 
slide down a tunnel like a human toboggan in order to get hold of power 
ups, while on other occasions he's lucky enough to be on a surfboard. Well, 
if you're going to travel it might just as well be in style. 


(apart from the sniper mode) 
does he have to help him? 


have time to access the 
sniper mode, or to make sure 
you're correctly placed for a 
tricky jump. If a jump does¬ 
n't go quite as planned all is 
not lost. If Kurt can make it 
to the edge of the platform 
he will pull himself up rather 
than suffer a nasty fall. But 
the best thing about all this 
is even at this early stage, 
Kurt is looking just as good as 
he does in the PC version. 


fied) extra features not seen 
on the PC version. 

At the very least it will 
include some extra light 
sourcing which the Play¬ 
Station has always mastered 
at. The PlayStation 
version we played showed 
that not only did it move 
quick and smoothly, but the 
sniper mode is absolutely 
fantastic. Many games have 
suffered from clipping, but 


MDK revealed no signs of 
that at all as you zoom your 
sights onto an alien's eyeball 
from half a mile away. 
Neversoft have managed to 
bypass one of the 
PlayStation's biggest techni¬ 
cal difficulties and by doing 
so this could not only be a 
spot on conversion, but a 
very strong contender for 
best game on the PlayStation 
this year. 


On the left , 
PlayStation 
shots , 

ON THE RIGHTj 
PC SHOTS 
OF FEATURES 
TO BE SEEN 
IN THE 
CONVERSION. 

Can you 

TELL THE 
DIFFERENCE ? 










































AY 1997 


LL LLf 


NINTENDO 64 


C/D CC 
rr rn 


ai h- 
Q. co 


I 











FIRST SIGHT 


I 



1 he legend of 
JU Dracula is well 
known, but not 
many know of his 
creation. He is of course the 
brainchild of 19th Century 
writer Bram Stoker, who 
apparently conjured up the 
Vampire Lord during an alco¬ 
hol-frenzied evening with fel¬ 
low horror novelist Mary 
Shelley. Thus Dracula, and a 
short while later 
Frankenstein, were created 
and have struck terror in the 
hearts of many ever since. 

Dracula is nothing more 
than a legend though, a 
mythical being who never 
actually existed. In fact 
Dracula is based on the 16th 


Release : July 
Company : Konami 
Price : TEA 
Players : 1 
Genre : Adveture 


Century Rumanian lord, Vlad 
the Impaler, a notorious war¬ 
rior who earned his name by 
skewering his opponents on 
spears before hoisting them 
in the air and leaving them to 
die a slow and painful death. 
Vlad's barbarity and pen¬ 
chant for flesh blood made 
him feared throughout 
Europe, and an obvious foun¬ 
dation for Stoker's novel. 
With the addition of magical 
powers such as the ability to 
metamorphose from human 
form into a bat, a wolf and 
even a cloud of vapour, as 
well as his tendency to sink 
his teeth into soft virgin 
flesh, Dracula was conceived. 

1997 is the 100th anniver¬ 
sary of the Dracula novel and 
the legend is still as strong as 
ever, so much so that the 
dark lord is dragged from his 
coffin to plague the latest 
instalment in Konami's time¬ 
less Castlevania series. 



Ibittsit. • . 


And so the legend of 
Castlevania continues, this 
being the first 32bit version 
in the series. The PlayStation 
game is simply titled 
Castlevania , and is currently 
under development by 
Konami's Tokyo studios for a 
mid-summer release. It's not 
that far from completion 
then, and pretty much all of 
the basic game mechanics 


and visual effects have been 
crammed in. The result is an 
enormous game, and one 
that is a far cry from the stan 
dard platform fare usually 
associated with Castlevania 
games of old. Instead it's a 
sprawling arcade adventure, 
an action-intense epic with 
role-playing undertones. It's 
not all chasm-jumping and 
bonus-plucking then, as 
adventurers are encouraged 



































Dracula is no easy target 
though. He can't be killed 
with a squirt of Holy water 
and stakes through the 
heart are just so passe. 
Instead Alucard must 
rely on more convention¬ 
al weapons - swords, 
axes, and maces of varying 
sizes and weights, which 
are collected as the game 
progresses. For the time 
being he's limited to a 
rusty old blade though, 
a single-handed sword 
with which to hack 
through the undead 
hordes that haunt the 
entrance to Castlevania. 
Alucard's magic skills 
are minimal to start with, 
and only blossom through 
the experience gained with 
combat. This is where the 
role-playing element comes 
into play, with the unskilled 
Alucard proving relatively 
incompetent with spells and 
weapons. He's weak too, his 
lack of strength and consti¬ 
tution making him extremely 
susceptible to attack from 
even the smallest of ene¬ 
mies. The initial sword is 
enough to fight off stagger¬ 
ing zombies, the reward for 
which is experience that is 
totalled up for each kill. 
When the number of points 
exceeds the level limit 
Alucard becomes stronger, 
both physically and mentally. 
He is able to sustain more 
hits and attacks with greater 
power, and eventually 
becomes more athletic 
enabling him to perform 
double jumps and so on. 


Alucard's mental agility 
becomes a potent weapon 
through experience, as the 


(Above) In 
typical RPC 

STYLE ALL 
DAMAGE 

Alucard sus- 

TAINS IS INDI¬ 
CATED ABOVE 
HIS HEAD. 


m UEHT HHTASTIC _ 

In keeping with Castlevania tradition, the PlayStation 
version boasts some pretty cool visual effects. Light-sourc¬ 
ing has been used to created some incredibly eerie and 
atmospheric backdrops, and the machine's ability to create 
transparent colours gives flames and mist an even more 
life-like quality. Castlevania also relies heavily on sprite 
rotation and scaling, an effect which was originally seen in 
the Super Nintendo version of the game. It's used for both 
background graphics and foreground objects, such as a 
handful of magical attacks and the rotating cogs in the clock 
tower. Combined with the two-dimensional graphics and 
what you have is game that looks a bit too similarly to a 
16bit console game. The gameplay, however, should more 
than make up for this. 


to develop their character by 
building up experience 
points through combat and 
puzzle solving. 

But what of the plot? Just 
as PlayStation Castlevania 
breaks the mould by intro¬ 
ducing an element of depth 
to what is historically a basic 
platform game, the storyline 
covers new ground as it no 
longer features one of the 
Belmont family in the lead 
role. Instead the vampire 
Alucard steps into the fray, 
trusted to destroy his own 
cursed bloodline and thus 
end the legend of Dracula. 
Still confused? Thankfully 
the introduction explains all, 
the finale of the previous 
Castlevania game acted out 
before the commences. One 
bloody battle between 
Richter Belmont and Count 
Dracula later and Alucard 
destiny is revealed. Earlier in 
his undead life Alucard has 


vampire stockpiles magic 
points which are used to cast 
spells and initiate lethal 
attacks. Discovered during 
Alucard's quest through 
Castlevania, these spectacu¬ 
lar attacks are executed in 
the same way as, say, a 
Tekken special move for 
example, by tapping in a joy- 
pad combination. The vam¬ 
pire is capable of lobbing 
fireballs, a relative lost-cost 
magic spell, but is later able 
to summon lightning when 
rains from the sky, burning 
any nearby enemy. Needless 
to say this sort of power saps 
up magic points, which are 
gradually restored over a 
period of time. 

Shapeshifting also uses up 
magic points, and is again an 
ability that initially available 
to Alucard. He must first col¬ 
lect the relevant amulet 
before he can change into 
either a wolf, a bat or a cloud 
of vapour, each form boast¬ 
ing its own pros and cons. As 
a human, for example. 


Alucard is pretty much capa¬ 
ble of doing anything, using 
weapons to attack and his 
mind for magic. His move¬ 
ment is restricted though, 
which is where the other 
forms come in handy. As a 
wolf he is extremely fast, and 
is perfect for moving quickly 
through the castle. In bat 
form he can fly up to reach 
the highest towers in the cas¬ 
tle, while changing to vapour 
enables him to drift effort¬ 
lessly through doors and 
grates which otherwise 
blocks the way. 


(Above) 
Alucard can 

INCREASE HIS 
SKILLS BY 
COLLECTING 
VARIOUS 
POWER-UPS. 

Enchanted 

CAPES, FOR 
EXAMPLE 
ALLOW HIS TO 
JUMP HIGHER. 


teamed up with Ralph 
Belmont to destroy his 
immortal father, Dracula, but 
once again the dark lord has 
been resurrected and only 
Alucard can break the vam¬ 
pire curse, by entering 
Castlevania and defeating 
the legendary Vlad Tepes. 
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The origins of the most 
famous vampire of all. 
Count Dracula, date back to 
1897 when the first edition 
of Bram Stoker's classic was 
published. Born in Dublin 
fifty years earlier. Stoker 
was the third of seven chil¬ 
dren, and suffered from a 
serious childhood illness 
before eventually attend¬ 
ing Dublin's Trinity College 
at the age of sixteen. 
Studying mathematics. 
Stoker had a keen interest 
in the theatre and, while he 
eventually followed his 
father into the civil service, 
he pursued his artistic goal 
by writing theatre reviews 
and short stories. Although 
a respected author of the 
said short stories, it was 
the tale of Jonathan 
Harker's meeting with 
Dracula which won him the 
most acclaim, with Stoker 
drawing his inspiration 
from tales of Vlad the 
Impaler, a Rumanian Lord 
who earned his name 
through impaling his ene¬ 
mies on spikes across his 
castle walls, and from 
where hearsay and rumour 
created stories of his 
drinking his 
victim's blood. 

Stoker con¬ 
tinued writing 
and working 
until his death 
in 1912, but his 
most famous 
creation seems 
to have the 
eternal life asso¬ 
ciated with vam¬ 
pires, with the 
book reprinted 
thousands of 
times since. 


(Above) 

Castlevania 

IS OVERFLOW¬ 
ING WITH 
ATMOSPHERE, 
FROM THE 
FANTASTIC 
VISUAL 
EFFECTS TO 
THE STIRRING 
ORCHESTRAL 
SOUNDTRACK. 


Castlevania is crammed with 
loads of other bonuses in 
addition to the shapeshifting 
amulets, such as rings of pro¬ 
tection that reduce the dam¬ 
age of specific attacks, to 
enchanted glasses that allow 
Alucard to see objects that 
are otherwise invisible to the 
naked eye. Magic boxes 
restore health to maximum, 
and armour is yet another 
form of protection and cloaks 
have many different effects 
depending on their colour. 
There are of course extra 
weapons to collect, as well as 
shields that offer some 
degree of protection, 
although only when raised. 

In addition to the main 
weapon, Alucard also carries 
a back-up. This is usually a 
ranged attack in the form of 
throwing knifes or hand axes, 
or later, a magic gem that 
fires lethal beams of light to 
cursed stones, small pieces of 
rock that, when fired, hit the 
opponent before engulfing 
them in an awesome light¬ 
ning bolt. Like magic these 
ranged attacks are limited by 
energy, but rather than 
draining magic power they 
sap away at Alucard's stash 
of hearts. Like pretty much 
every bonus in Castlevania 
ts are found either by 
cracking open caskets and 
or they are left 
behind by a slain enemy. 
Coins can also be found, 

I are redeemable at 
* is essentially the 
'cvania souvenir 
p. This is no tacky gift 
shop though, as large 
■handed swords and 
lical items are more 
__Lie than Count 



Dracula snow globes. It's the 
perfect chance to equip 
Alucard with the necessary 
equipment then, although 
the shop is not exactly the 
ideal convenience store - 
hidden deep within the 
sprawling castle - it's a com¬ 
plete git to find. 



Monsters, on the other 
hand, are all too easy to dis¬ 
cover. There are hundreds of 
them, from bone-chucking 
skeletons to the infinitely 
more horrifying floating 
Medusa heads which can 
turn Alucard to stone with a 
single glance. These lesser 
enemies attack in pre¬ 
dictable patterns and are 
easily evaded or destroyed. 
Unfortunately this isn't the 
case with the larger mon¬ 
sters, which are incredibly 
resilient to attack and also 
appear in greater numbers. 
It's battling against crea¬ 
tures such as the Minotaur 
and other guardian enemies 
that the lethal attacks really 
prove their worth, often 
critically wounding the 
beasts and leaving them 
even more prone to attack 


with Alucard's single-hand¬ 
ed sword. 

However, even if Alucard 
is equipped with a demon 
slayer sword and boasts a 
full array of magical attacks, 
Castlevania is still a game 
that is by no means a 
walkover. The castle itself is 
enormous, and rather than 
simply scrolling from left to 
right Alucard must gradually 
explore each of the rooms 
which sprawl in every direc¬ 
tion. Thankfully it's not a 
chore wading through a 
game of this size, because 
even though it has yet to be 
completed there is already a 
large selection of enemies to 
encounter and the presenta¬ 
tion, most notably the 
orchestral soundtrack, is 
wonderful. 

Konami is understandably 
pleased then, that the leg¬ 
end that is Castlevania lives 
on to haunt yet another gen¬ 
eration of gamers. At the 
moment the Japanese ver¬ 
sion is slowly being translat¬ 
ed into English, which will 
take a few months at least. 

In the meantime maybe it's a 
good idea to start filling 
flasks with Holy water... you 
can never be too careful. 
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Set in 

PROBABLY 

THE 

STRANGEST 

ENVIRONMENT 

THE 

PlayStation 

HAS YET 
SEEN ; 

Oddworld 
SEES THE 
PLAYER 
SIDING WITH 
AN UNDER 
DOG ALIEN 
AND TAKING 
ON A 
MIGHTY 
CORPORATION. 





COUPaRISOITS 


Gut reaction is to compare 
Oddworld to Prince Of Persia, 
Another World and Flashback , 
which, I would say, certainly 
seem to be this game's closet 
cousins. Ledges, puzzles, 
intense atmosphere com¬ 
bined with graphics that 
have an amazingly fluid 
style are traits found in all 
four. But to leave the analogy 
there wouldn't be right and 
would do a great injustice. 
Oddworld throws in a whole 
bunch of other features 
that should, if current 
versions are anything to 


The star of this epic action 
adventure/ platformer/ rpg is 
the alien creature Abe, a 
member of the enslaved 
Mudokan race. He was once a 
clueless slave labourer, living 
and working at a disgusting 
meat processing plant owned 
by mega corporation 
Rupture Farms. Strange as it 
may seem, Abe actually loved 
his work, stamping endless 
lines of boxes of a revolting 
snack appropriately called 
Juicy Pukes. He might even 
have cheerfully whistled 


Release: August 


Company: GT 
Price: £44.95 


Players:} 

Genre : Platform 


go by, add a stunning amount 
of depth to the game. 
Character evolution, inte¬ 
grated playback, 

GameSpeak, totally non 
linear plot. Story Dwelling 
experience - more tech¬ 
niques and jargon than you 
can shake a stick at. 

But before these program¬ 
ming methods are explained, 
check out the bizarre story¬ 
line which should give a good 
feeling for the game, and 
an idea of Oddworld's 
Inhabitant's approach to 
game devopment. 


clai 


oftware hous¬ 
es will often 
come up with 
claims that a new 


GT Interactive Software Corp were so impressed with 
Oddworld: Abe's Odyssey the distribution company bought 
up a 50% interest in Oddworld Inhabitants. This means GT 
have world wide rights and should be releasing another four 
instalments. The game was 
first spotted at E3 
last year, 
although at the 
time it was 
titled Soul 
Storm , but even 
at that very early 
stage it turned 
plenty of heads. 


product is dark and atmos¬ 
pheric, innovative and radi¬ 
cally unlike anything that has 
been seen before, but only a 
limited number of such titles 
actually end up fulfilling this 
kind of hype. Prepare to be 
shocked because Oddworld: 
Abe's Odyssey , as it gets 
nearer to a state of comple¬ 
tion, looks like being one of 
these select few. Boasting a 
very weird and quirky story¬ 
line, darkly humorous graph¬ 
ics, puzzling gameplay and a 
system of dialogue unlike 
anything seen before, this 
appears to be one of GT's 
finest acquisitions. Although 
final code for the game could 
be some way off, with a 
release date not scheduled 
until after the summer, 
Oddworld is just too much 
fun to keep to ourselves. 


while working, had the man¬ 
agement not sewn his lips 
together. All was well until 
he stumbled across a secret 
new recipe thatRuptureFarms 
were planning. A new and 
improved line of Tasty Gristle 
Treats - with Mudokans as 
the main ingredient. 

After making the discovery 
Abe makes a run for it and 
ends up being taken in by an 
old Shaman.When the stitch¬ 
es are removed from his lips 
he discovers that he can talk 
and he also learns the history 
of his ancestors. Apparently 
the Mudokans were once 
free and feared throughout 
the galaxy for their awesome 
chanting abilities. Rather 
than being used for dull med¬ 
itation purposes, this tech¬ 
nique could possess other 
beings or even cause them to 
explode in a horrible fashion. 
The Shaman also informs Abe 
a hero is prophesied to save 
the Mudokons from 
bondage, and before Abe 
knows what's happened he's 
been selected for the quest. 

With a fresh new purpose 
in life, Abe must first embark 
on THE HOPE, which is a 
spiritual quest through three 
ancient temples. Scrabs, 


ET BUYS MUM 







































Paramites and Meechs - 
which are the indigenous 
beasts of Mudos - have to be 
slain whilst traps and puzzles 
need to be solved. To help 
with the task at hand a foul 
tempered riding creature 
named Elium can be 
befriended. After tricky 
ordeals are overcome, the 
Shaman will endow Abe with 
powers that allow him to 
morph into a horrible great 
demon which should make it 
possible to return to 
RuptureFarms, take on 
Molockthe Glukkon and his 






Sligs, rescue his co-workers 
and shut down the factory. 



Incredibly Abe's Odyssey 
represents the first title cre¬ 
ated by Oddworld 
Inhabitants. Formed in 1994, 
the team headed by Sherry 
McKenna and Lome Lanning 
had until now gained their 
special effects and computer 
animation experience creat¬ 
ing theme rides, commercials 
and movie special effects. 
Responsible for the Back To 
The Future simulation at 
Universal Studios, a Hannah 
Barbara creation in Florida 
and the Seafari ride in Japan, 
it's not surprising their 
approach is to create 
movie-like interactive expe¬ 
riences. To ensure they 
achieve the right kind of 
experience, Oddworld 
Inhabitants have developed a 
process they call Story 
Dwelling. This may sound like 
a ginger bread cottage or a 
fairy tale castle, but in fact 
it's an attempt to combine 
gaming and story telling, to 
cross non stop interactivity 
with action and role-playing 
and seamlessly mix the famil¬ 
iar with the fantastic. 
Understood all that? Well, 
put another way it should 
give the player a chance to 
explore entire worlds (which 
can be related to real life but 
are very strange) in a way 
that was only possible 
through movies, television 
and graphic novels. 

Great media sound bites. 




With a 

BACKGROUND IN 

Hollywood 

SPECIAL EFECTSj 
AND LITTLE 
EXPERIENCE 
OF PRODUCING 
SOFTWARE , 

Oddworld 

Inhabitants 

HAVE A UNIQUE 
APPROACH TO 
PRODUCING 
GAMES. 





smoLum _ 

At this stage one of the most impressive features of 
Oddworld: Abe's Odyssey is the level of intelligence of ene¬ 
mies. These characters have been given the ability to see, 
hear and sometimes even smell the hero. They also behave 
in a realistic way so if you kill one of the prison guards, other 
guards will come to help. Follow a creature and you could be 
drawn into a trap. 



but is there any substance 
behind these statements? 
According to Oddworld 
Inhabitants their software 
carefully observes the play¬ 
er's action and then uses the 
data to try and determine the 
user's probable state of 
mind. Victory, frustration, 
fear, happiness, sorrow are 
reflected in Abe's behaviour 
which has an impact on other 
characters he meets. This 
should mean StoryDwelling 
effectively mirrors the emo¬ 
tional state of the user so the 
player feels more a part of 


the action. At least that's the 
theory. 

In addition to movement 
and other basic actions, com¬ 
puter controlled characters 
too should be capable of dis¬ 
playing emotions, with a 
whole range of language at 
their command. Using 
GameSpeak it will be possi¬ 
ble to converse with fellow 
Mudokons and also beings 
that are alien to Abe. Smart 
sound has also been used to 
assist the StoryDwelling pro¬ 
gramme with the task of 
recreating moods. The musi- 
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On top of the usual movement controls Abe can run, creep, 
roll, hide in shadows, grab ledges and interact with items in 
the background. But it doesn't stpp there. Our unassuming 
hero can also utilise psychic powers. Holding down LI and 
R1 builds a mind charge that allows telepathic control of 
enemies. This allows the player to make use of monsters' 
heavy duty fire power or blow the creature up, throwing 
body parts all over the place. And there's more. Using a tool 
developed in house called GameSpeak, Abe is able to com¬ 
municate or give orders to other Mudokons, whistle tunes 
as passwords and even expel wind. Every time a word is 
spoken there will be some kind of reaction if another char¬ 
acter is within earshot. Taking charge of the souls of other 
creatures it's possible to speak in their tongue, so if you 
keep things polite it will be possible to sneak around groups 
of enemies undetected. 




leaves the factory line and 
heads out into the wilder¬ 
ness. The style is difficult to 
describe, but reflects the 
attitude that game worlds 
should be recognisable in a 
twisted way. Shadowy 
graphics, used to portray 
dark and sinister worlds, 
often end up making details 
difficult to pick out, but with 
Oddworld, programmers 
seem to have got around the 
problem. The overall look is 
deeply atmospheric, whilst 
remaining highly detailed 
and very lavish. 

Adversaries are particularly 
menacing and nightmarish. 
Although we've yet to see 
the full range of adversaries. 


cal score changes to comple¬ 
ment on screen develop¬ 
ments. 


jj jjjWSal 

These methods then consti¬ 
tute the organs of the game, 
but what about the flesh and 
bones? Visually speaking 
standards should be very 
high indeed, with graphics 

that are not only stun¬ 
ning and detailed, 
but also full of 
character. 
Rendered back¬ 
drops take in a 
variety of land¬ 
scapes, as Abe 


the Sligs in the factory levels 
are freakish creatures that 
meld into the huge guns 
they carry. Outside patrol 
beasts that appear to have 
evolved from sea creatures, 
and then there are the dog 
like mutants with huge jowls 
that attack at a frightening 
speed; unless you stumble 
across them whilst they are 
taking a nap. 

Rather than go for scrolling 
across the 2D landscape, 
Oddworld makes use of a flick 
screen system. In the past 
this way of doing things 
meant delays whilst the 
machine pulled up the next 
screen, the result being 
gameplay felt jerky rather 
than continuous. This prob¬ 
lem shouldn't burden 
Abe's journey because 
when a screen is loaded in, 
the information for those on 
either side of the play area 
are also taken from the CD 
to act as buffers. 

Boasting numerous 
screens, Oddworld is said to 
be completely non-linear 
giving the player the greatest 
possible feeling of freedom. 
With no right or wrong way 
to solve puzzles it's possible 
to take the simple obvious 
routes or make the most of 
the experience and forge 



your own path. Add to this 
obstacles that are consistent 
with the environment so 
puzzles never seem out of 
place, and the result should 
be gameplay to match those 
flash looks. 

With so many titles con¬ 
stantly being released it's 
not often a game really 
stands out. Oddworld: Abe's 
Odyssey however has 
captured the imagination of 
everyone in the PlayStation 
Plus office and it's release 
in August really is being 
eagerly awaited. Watch out 
for the full review in a couple 
of issues time. 


Abe is a 

SLAVE 
LABOURER 
IN A MEAT 
PROCESSING 
PLANT. 

He's ugly 

AND NOT 
PARTICULARLY 
BRIGHT, BUT 
HE CAN SPEAK, 
POSSESS 
MINDS AND 
EXPEL WIND. 







































magine, ifyou 
can, a game 
that has the 
speed of vehicles 
and wildly banking courses 
of WipeOut. Then lift the 
action up into the sky and 
you're probably pretty close 
to figuring out how Air Race 
is designed to play. 

Although this Japanese 
project is still very much in 
it's infancy, roughly 75% 
complete, PlayStation Plus 
has been given a UK exclu¬ 
sive peek in the progress 
of THQ's fast paced new 
driving game. 

For some people dangerous 
sports just don't offer the 
right level of excitement. 

Give speed freaks the chance 
to drive cars at 200mph, ride 
bob sleighs, pilot power 
boats, they will still want 
more adrenaline. For this rea¬ 
son sporting organisations of 


the future have decided to 
bring aeroplanes into the 
equation by coming up with 
Air Race , or Recipro Heat 
5000 , depending on which 
working title you care to use. 
The idea is simple. You have 
to compete against 11 other 
pilots across tracks set just 
above ground level. Nothing 
about air race is over compli¬ 
cated or difficult to get your 
head around. Programmers 
thoughtfully provided an 
option to switch on a series 
of balloons which act as a 
guide around the twisting 
courses. Presentation follows 
the same ideology, with in 
cock pit and dropped back 
views that are crisp and clear. 
Of course there's still time 
for the development team to 
get over fussy about these 
things, but it's quite refresh¬ 
ing to see this kind of 
uncluttered, functional lay¬ 


out. The other plus side to 
leaving the game looking like 
this is that the engine gets to 
move at an impressive rate. 


BbsathI 


At the moment four areas are 
available to race across. 

These are: Mountain; South 
City; Snow Land; and 
Canyon. THQ assure us the 
limited number of tracks is 
because Air Race is at such an 
early stage of development 
but many more will be added 
over the next couple of 
months. The courses that 
have been completed are 
sprawling and varied. They 
take in valleys, rivers, tunnels 
and, at certain points, it's 
even possible to fly through 
huge water falls. Probably 
the most exciting racing will 
be through cityscapes where 
accurate control will be the 
key to negotiating narrow 
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streets. 

Racing games don't get 
very far these days without 
plenty of vehicle choices on 
offer, and despite being 
based around flying propeller 
driven aeroplanes. Air Race 
has loads to choose from. 
There are 10 craft on offer 
ranging from cumbersome 
old bi-planes, to, up to date 
stunt machines. Amongst 
these you'll find famous 
makes like the Spitfire or the 
Messerschmitt, and decided¬ 
ly odd inventions such as the 
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Sinden, which looks like an 
Airfix model built up from 
several different kits. On the 
aeroplane selection screen 
the abilities of each flying 
machine are broken down 
into three categories: maxi¬ 
mum speed; acceleration and 
mobility. To win races it will 
be necessary to pick a craft 
that suits your style and is 
able to cope with the special 
demands of each course. 
However, with so many 


options to choose from it 
might take some time to get 
the balance right. Well, not 
having piloted any aero¬ 
planes other than through 
the occasional flight sim, I 
could be wrong, but these 
machines don't have gears, 
do they? Whatever the 
answer, all the models in 
Air Race can be selected in 
automatic or manual trans¬ 
mission modes. 

Although all of the craft 
available at the start of the 
game are prop powered, 
other contestants have got 
their hands on modern jets. 
This may seem unfair but 
even the Stealth Bomber that 


one competitor flies can't go 
too quickly through the tight 
landscapes. 

Programmers are now con¬ 
sidering making these high 
tech machines available to 
the player once certain goals 
are completed, but we'll 
have to wait and see. Other 
features that might yet 
change include the power 
ups that are dropped around 
the tracks, and weaponry. 
Currently only two bonuses 
can be collected, one to 
boost speed,the other to 
slowdown progress. Fire 
power hasn't been included 
at all yet. 



Your 


Whether swooping over 
icebergs or through dense 
jungle, a high frame rate 
coupled with clever course 
features gives a feeling of 
flying by the seat of your 
pants. Coming out of tunnels 
the ground will suddenly 
drop away, and keeping 
within the boundaries of a 
track means having to quickly 
dive then pull up hard to 
avoid the earth as it rushes 
towards you. 

At present it's only possi¬ 
ble to use split screen mode 
over one of the play areas, 
but judging from this track it 
looks like having a smaller 
view won't affect playabili¬ 
ty. Obstacles in the distance 
can still be spotted early, giv¬ 
ing the player time to pick 



Btsilll MY mm HUM _ 

Rather than attempting to make Air Race in any way realistic, programmers 
have gone for a straight arcade feel. Consequently tracks have been 
designed to give maximum adrenaline rush with winding tunnels, tight 
canyons and sudden drops that leave your heart pounding. Take a glance 
over these shots and try to imagine coping with the obstacles whilst 
flying at several hundred miles an hour. 



TWO PLAYER 
SPLITSCREEN 
MODE IS 
LOOKING 
PARTICULARLY 
TASTY AT 
THIS STAGE 
OF THE 
DEVELOPMENT 
PROCESS, 
WITH NO 
SLOWDOWN 
OR JUDDERS. 





out the correct line which is 
essential considering the 
twisting and narrow tracks. 
Although not all racing takes 
place in confined areas. 

When there's plenty of space 
to manoeuvre, the player 
gets a chance to show off 
with stunt barrel rolls. Trying 
to make use of this feature in 
tight spots is not advisable as 
it inevitably ends with the 
plane slamming into land¬ 
scape. Using an in-cockpit 
view when stunts are made 
means the entire screen 
smoothly turns through 360 
degrees in stomach churning 
fashion. The point of these 
dare devil stunts is to 
momentarily give an extra 


burst of acceleration. 

THQ 

Developers are also consider¬ 

WERE KIND 

ing adding a 180 degree move 

ENOUGH 

which would allow much nar¬ 

TO GIVE 

rower gaps to be negotiated. 

PlayStation 

We really think from start 

Plus an 

to finish Air Race is a thorough¬ 

EXCLUSIVE 

ly daft and fun experience 

LOOKAT 

which is instantly playable. At 

WORK IN 

present the only problem 

PROGRESS 

seems to be an inability to up 

FOR 

grade the aeroplanes, which 
would add more long term 
appeal to the package. Still 
there's plenty of time for 
changes as the release date 
has just slipped by a month to 
September. Expect a full 
review in PlayStation Plus as 
soon as the software touches 
down in this country. 

Air Race. 
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here seems to 
be a pattern 
^W developing 
here. First we 

have a huge number of foot¬ 
ball games released on the 
PlayStation, and if that 
wasn't enough it appears 
every single one of them 
will have some sort of 
update or sequel. 

We've already had Adidas 
Power Soccer International'97 
and Soccer '97, and now here 
comes Actua Soccer Club 
Edition. It might not have '97 
slapped on the end of the 
title, but it is most certainly 
an update of the original. 
This time, however, the 
teams - which were previous¬ 
ly international sides - have 
been replaced by the Premier 
League teams. 

All the kits and team line 
ups have apparently been 
made as accurately as possi¬ 
ble, so the football anoraks 
will not have anything to 
complain about. You can also 
check out the players skills 
for yourself by accessing a 
statistics screen which will 
tell you how fast and accu¬ 
rate your striker is, complete 
with a picture to remind you 
who they are. And the game 
itself? Well, it seems the 


Release : Out Now 
Company : Gremlin 
Price : Tba 
Players : 1-20 
Genre: Sports Sim 



engine has remained pretty 
much unchanged from the 
original Actua Soccer, which 
was released just over 
a year ago. 

The graphics look very 
similar to the original - 
apart from the updated 
kits obviously - and the 
commentary is from Barry 
Davies again. You still have 
the icons which change shape 
to tell you the best time to 
cross from the wing, or to hit 
a nice volley at goal, which is 
a feature no other game has 
picked up on. There's also a 


As YOU CAN 
SEE LITTLE HAS 
CHANCED 
GRAPHICALLY 
FROM THE 
FIRST CAME IN 
THE SERIES. 





season option which allows 
up to 20 players (one for each 
of the teams) to play against 
each other. Can you get that 
many people in front of your 
television set? This feature 
alone should interest many 
people who may want to 
see if they can win the 
league and prove their 
team is truly the best. 

While putting the 
Premiership teams in the 
game will no doubt attract 
die-hard Actua Soccer fans 
desperate to play with their 
favourite teams, it remains 
to be seen whether these 
changes will mean this 
update of an old game will 
stand up to the competition. 
With Konami's forthcoming 
International Superstar Soccer 
Pro looking extremely good 
at the moment and poised for 
its imminent release, Actua 
could get lost in the shuffle. 
We will, of course reserve 
our final judgment for the 
review in the next issue. 



Coal 

CELEBRATIONS 

TAKE ON MORE 

MEANING 

WHEN YOUR 

FAVOURITE 

PLAYER 

SCORES. 

Not THAT 
EVERYONE'S 

a Liverpool 

FAN MIND 
YOU. 
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High resolution renders 

SEPERATE THE ACTION, EMPHASIS¬ 
ING THE HIGH GLOSS APPROACH 

to graphics. Seeing the game 

RUNNING AT SPEED, THE IN GAME 
ART IS ACTUALLY FAR MORE 
IMPRESSIVE THAN THE STILLS. 
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Solid 3 D 

BLASTING, 
WITH EFFECTS 
TO DIE FOR. 

Darklight 
Conflict cer¬ 
tainly has 

THE LOOKS 
AND WITH 
OVER 50 MIS¬ 
SIONS 
PLANNED, IT 
SHOULD ALSO 
PRESENT PLEN¬ 
TY OF CHAL¬ 
LENGE. 







fighter pilot fellow was a 
hero, considered to be the 
best of the modern age. Now 
he has become a member of 
the Repton military clans, 
and must obey orders to 
carry out attacks against 
their arch enemies, the 
Ovons. But the gene acci¬ 
dent hasn't quite got a grip 
on ace's brain so everything 
he learns could be of use in 
the future, should the aliens 
decide to turn their atten¬ 
tions to Earth. 


.Different 


A variety of advanced space 
ships, ranging from fighters 
and gunships, to bombers 


tion of New Mexico in 1947, 
the Pentagon and Area 51, 
but much more than this is a 
mystery. More aliens have 
now arrived and to stop the 
situation from getting out of 
hand. Earth has decided to 
hand over the cross bread 
mutant person in an attempt 
to secure peaceful relations. 

Back on Earth this jet 


hilst games 
of many 
different 
^BB^^ genres might 
have put polygon tech¬ 
niques to very good use, 
traditional space based 
shoot 'em ups haven't 
really benefited from 
3D environments. 

The likes of Tekken 2, Rage 
Racer and Tomb Raider have 
pushed the skill of players 
and hardware capabilities to 
the limit, and meanwhile 
there are second rate offer¬ 
ings like Calaxians 3D and 
Star Blade Alpha which should 
really be forgotten and left 
on the retailer's shelf to 
gather dust. 

It does not seem very 
likely space blasting games 
just aren't suitable for a 
next generation make over, 
but the PlayStation has 
been out for some time 
now, with little to show for 
fans of this genre. 

However, there could be 
new hope in the shape of 
Darklight Conflict , which is 
an utterly amazing looking 
alien space battle set across 
many galaxies. 


Release : 

May 

Company : 

: EA 

Price : 

£44.95 

Players: 

1 

Genre : 

: Shoot'em up 


Let's be honest for a 
moment. Most descendants 
of Space Invaders don't need 
much of a storyline attached 
to the action. Many of these 
hybrids stick pretty rigidly to 
the 'shoot as many aliens as 
possible before you die for¬ 
mula', so the whose and whys 
are beside the point. Whilst 
Darklight Conflict definitely 


knows where it has come 
from. The game is a missions 
based one instead of a sys¬ 
tem of levels, so there had 
to be a storyline of sorts 
included somewhere. 

Somehow or other the 
player's genetic structure has 
become infected with alien 
DNA. This is connected with 
that favourite old combina¬ 
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Darklight Conflict's engine 
also makes use of Bump 
Mapping, which allows the 
surfaces of ships to display 
'real texture'. Rather than 
details coming from 
pre-drawn texture maps, the 
light hits artifacts that have 
been added to surfaces, and 
highlights are thus formed 
which show detail in true 3D. 
Usually this method requires 
a large amount of processing 
from the machine, but Rage 


and flagships, will be avail¬ 
able during the 50 or so mis¬ 
sions offered by Darklight 
Conflict. Each of these classes 
will then be equipped with a 
selection of missiles, lasers, 
mining equipment, smart 
bombs and tractor beams, 
depending on the type of 
task that has to be complet¬ 
ed. Sometimes it will be a 
case of cleansing a sector of 
pirates or Ovons, and on 
other occasions an unidenti¬ 
fied object might need scan¬ 
ning, mine fields cleared, or 
an asteroid belt mined for 
ore. Some stages will also 
take the player out of the 
cockpit and behind the con¬ 
trols of the craft's gun turret. 
All the ships have shields but 
these are not left on con¬ 
stantly and using them drains 
overall power levels. Once 
there is no more juice left in 
the battery, weapons and 
equipment become useless. 

Although developers. 

Rage, have added loads of 
features and options, rather 
than going for the standard 
power up method, Darklight 
Conflict in essence is still fair¬ 


ly similar to a host of other 
space games. The basics of 
combat are reminiscent of 
Elite , X-Wing or even Cyon 
Attack. What makes this 
game so much different is 
the startling use of graphics 
and the speed at which 
everything moves. 

The use of lighting effects 
should be shocking, thanks 
to a technique called 
Softlight. Everything 
in the uni¬ 
verse is lit up 
by two suns in 
each of the solar 
systems. Lens Flare, which 
has been seen a number of 
times before, is dazzling and 
is now produced in real time. 
As weapons are fired off, 
the light produced will 
reflect against other objects 
and some of the laser shots 
themselves would not be 
out of place in a movie. 


Traditional 

SPACE BASED 

shoot'em ups 

CALL FOR THE 
PLAYER TO 
SAVE THE 
EARTH FROM 
ALIENS. 

With 
Darklight 
Conflict you 

ACTUALLY 
JOIN UP WITH 
A BUNCH 

ofETs. 


(LEFT 1-2) 

Not just a 

PRETTY FACE, 

Darklight 
Conflict has 

STUNNING 
GRAPHICS THAT 
ACTUALLY 
SERVE A 
PURPOSE. 


have also managed to pro¬ 
duce this affect in real time. 

If all this effort to create a 
high level of realism wasn't 
enough, time has also been 
spent working out physics 
models for objects. 
Destroying an enemy craft 
can take a fair few shots. 
Where ever the terminal one 
strikes, that is the point 
where the explosion starts. 
Debris is then thrown out 
from the point of contact in 
realistic arcs as secondary 
explosions rip through the 
remaining structure, finishing 
off the job. When unidenti¬ 
fied objects turn up that are 
too big to tractor beam in for 
inspection, the player is 
expected to use blasts 
from weapons to 
guide the 
object 
towards a 
space gate. 

ese sections also show 
the physics models off to 
good effect. 


Amazingly these effects 
don't slow down the speed 
of the game. Setting a course 
directly into the path of 
Ovons, Reptons or Pirates 
enable these craft to shoot 
past (or impact). If you get 
on another space ship's tail 
you see enemies bank and 
turn in smooth movement. 
Buzzing large stations is 
equally impressive with no 
sign of slowing down or 
jerky animation. 

Not all of the 50 or so 
missions are available yet, 
but those sections that have 
been completed are long, 
with missions within missions 
which should make for a 
game that will take ages to 
complete. The only factor 
PlayStation Plus considered 
problematic was the difficul¬ 
ty level, with missions ending 
very quickly unless invincibil¬ 
ity cheats are activated. If 
programmers sort this out, 
Darklight Conflict should be 
an absolute winner. 


THROUEH THE HYPER PORTAL 

Hyper space portals link up play areas and 
flying into these devices brings up impres¬ 
sive looking passages of light. These 
sections have been designed to offer more 
than just cut sequences as it is possible to 
recharge your ships power by collecting gold 
shards of energy. Blue shards also need to 
be avoided as these zap strength from the 
generator on board your Repton fighter. 


"***-■<. 
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Programmed 
in France, 
Down In The 
Dumps has 

BEEN DESIGNED 
AS AN ADULT 
ADVENTURE 
GAME, 
INFLUENCED 
BY CARTOONS 
AND CHOCK 
FULL OF GAGS. 


(Left) The 

BELL HAS TO BE 
RUNG BY 

Jack's ham- 

MER BEFORE 
THE TIME RUNS 
OUT, OTHER¬ 
WISE HE LOSES 
A LIFE. 

(Below left) 
Choose your 
level. Jack 

CAN ATTEMPT 
MOST OF THE 
LEVELS IN ANY 
ORDER, AND IF 
HE DOES VERY 
WELL ON 
SOME , HE CAN 
SKIP OTHERS. 


Trash It 


Clearing the 
way is easy 
for Jack in 

THE EARLY 

levels. Later 

ON, SOME 
STRUCTURES 
ARE TOO 
TOUGH FOR 
WEAK STRIKES. 

Holding 

DOWN THE 
HAMMER BUT¬ 
TON BUILDS UP 
THE POWER 
FOR A BIG HIT. 


latforming 
^■1 looks set to 

get destructive 
with the release of 
GT's surreal new game Trash 
It. As hammer-wielding hero 
Jack Hammer, your job is to 
run, jump and smash your way 
through over 100 levels in 
your bid to stop the evil 
Doctor Moonbeam from turn¬ 
ing the world into a sugar 
lump to put in his cup of tea. 
But far from being a simple 
case of run over here, jump 
over that. Trash It offers a 
much more mentally chal- 


Release: May 
Company: GT 
Price : £44.99 
Players : 1 - 4 
Genre : Platform 


lenging adventure. The basic 
objective is to destroy struc¬ 
tures with your hammer 
which reveal little mallets 
with legs called Timmies. 
Once these Timmies have 
been sucked up by the vacu¬ 
um you keep under your hat 
they can be spent in the ham¬ 
mer shop. By buying a more 
powerful hammer you can 
smash down the door which 
leads to the next section. 
Simple eh? Well no, because 
the levels are littered with 
puzzles which have to be 
solved within a time limit 
otherwise you lose a life. 
These often involve trying to 
destroy huge structures with 
either your hammer or the 
cannons which you find lying 
around the place, although 
there are also tricky jumps 
which have to be made if 
you're going to finish the 
level in time. Huge chain 
reactions can also be set in 
motion with a tap of a ham¬ 


mer which can either help 
you or cause you to buried by 
a few hundred tons of metal 
and concrete, so quick think¬ 
ing is a must. There are two 
multi player modes which 
allow up to four players to 
either compete or help each 
other through over 20 spe¬ 
cially designed levels. With 
this mixture of gameplay and 
extreme destruction. Trash It 
should offer something quite 
different when it's released 
in a few weeks. 


■■■■■■■ 


Down in tha Dum 


Ever fancied 

PLAYING 
AROUND IN A 
RUBBISH 

dump? Here's 

YOUR CHANCE 
TO RUMMAGE 
THROUGH 
JUNK WITHOUT 
RISKING 
SERIOUS 
INFECTIONS. 


t would seem 
that more and 
more games for 
the PlayStation 
are being developed 
in France. Those fellows just 
over the pond have been 
responsible for a bunch of 
titles, such as City Of Lost 
Children, Time Commando and 
Fade To Black, which you may 
notice share an element of 
adventuring. Down In The 
Dumps, produced by Haiku 
Studios based in Paris, 
should continue this trend 
but throw a rye sense of 
humour and much more of a 
puzzle element into the mix. 

Thumb sized extraterrestri¬ 
al family the Blub have set 
off on holiday. On their way 
to the sunny beaches of 
Epsilon they end up in a colli¬ 
sion with a gang of ugly 
thugs and both ships plum- 


Release: May 
Company: Phillips Media 
Price:£ 44.95 
Players: 1 
Genre: Adventure 


met down through the 
Earth's atmosphere, crash 
landing in a New York rub¬ 
bish dump. Bruised and bat¬ 
tered, the Blubs have now set 
up a temporary camp whilst 
they repair their space ship. 
The family needs certain 
objects, which the player 
must track down, but the 
gang of thugs will try and 
scupper the best laid plans. 

Described as a adult 
adventure, Down In The 
Dumps is split into four 
separate cartoon 
episodes and 
each of these 
installments 
represent the 
Blubs' attempts 
to fix up different sec- 


an 


tions of 
their 
ship. To 
begin with the son is con- 
■ trolled by the player, but as 
the storyline develops other 
members of the family such 
as the mad grandmother 
must be used. 

Using a very simple point 
and click system, the player 
picks up and uses objects, 
but as any item can be used in 
any situation, the game 
should call for lots of lateral 
thinking. Any action taken, 
whether or not it 
leads to the solving 
of a puzzle, will set off 
animated sequence and 
there are 2,400 of these gags 
to try out. 

Phillips estimate a total of 
60 hours playing time to com¬ 
plete the game. 
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Whether it is 


the tabloid exposure 
r of some back-bencher's 

sexual preferences 

/ or the condemnation of sex 

and nudity on TV, the issue of 
morality will certainly be key for' 
each or the political parties war 
ries as they gear up for the. forth¬ 
coming General Election. 

Usa Foster spoke to each of the 
\ main political parties to find 
> out exactly who has their 
finger on the computer 
games pulse. 







Additional reporting by Simon Byron. 
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“I think it’s completely understandable there is 
concern about violence within any kind of 
entertainment that is available to children.” 


Nick Hawkins, Conservative Party. 


With the General Election 
approaching, the. political 
parties are battling it out 
for the pub he vote. 
However, while the NHS 
and education are at the 
top of their manifestoes, 
what about video games 
and more precisely,,, 
the. censorship of 
lure releases? 


. layStation 
investigates. 


es.- 

PTu 


us 


the evening, 
and the gen¬ 
eral public 
tucked safe¬ 
ly in bed, the 
elected representa¬ 
tives from each party adjourn 
to the safety of a secret 
basement room for a bowel¬ 
bursting, spine-ripping bout 
of Acclaim's top PlayStation 
beat 'em-up. The winner - 
best of three, of course - 
then claims his two prizes: 
the deciding vote on the 
day's top issues and the 
opportunity to 'lie down' 
with Ms Betty Boothroyd or 


the games market is enjoying 
something of a mini boom at 
the moment. Parliament is as 
anxious as we are to discover 
when the next versions of 
Resident Evil or Tomb Raider 
are being released. 

However, if there's one 
element within home enter¬ 
tainment - whether it's TV, 
video or games - that's guar¬ 
anteed to raise the hackles of 
any self-respecting MP, it is 
violent content. And due to 
the shroud of mystery sur¬ 
rounding most of these 
political spokesmen, video 
games, including PlayStation 


people have been fuelled by 
the shocking levels of disor¬ 
der at a number of schools - 
most notably the Ridings' 
school in Halifax. And with 
the recent anniversary of the 
dreadful events at Dunblane 
reminding us these crimes 
are not just confined to the 
ghettos Stateside, video 
games are an easy target for 
the media, or indeed, any 
Politician looking to score 
vote-winning points. 

The interactive entertain¬ 
ment industry currently 
adopts a self-regulating clas¬ 
sification system that acts as 


t's a little- 
known fact that 
differences of opin¬ 
ion within the House 
of Commons are not 
simply settled by a 
vote between the 
opposing political 
parties. This is just a 
ruse shown on News 
at Ten to fool the public into 
thinking our elected 
Government upholds the 
noble British tradition of 
debate to win opinion. The 
vote has no direct effect on 
law, order or social benefits - 
it is merely to decide which 
politician wins the right to 
select their Mortal Kombat 
character first. 

You see, once the 
cameras are off, 
the under-tens 
electronically 
tagged for 


titles, usually fea¬ 
ture fairly promi¬ 
nently on the hit-lists. 

In particular, video games 
are often pronounced the 
scourge of society by MP's 
looking to win votes by 
claiming the moral high 
ground. They cite these 
electronic playgrounds as 
responsible for the so-called 
breakdown in traditional 
values, and the increase in 
violent crime. With video 
games firmly back underthe 
media spotlight, thanks to 
the recent price drop on the 
PlayStation, and the launch 
of the Nintendo 64, it's just a 
matter of time before the 
tabloids dig up some MP 
who is more than happy to 
spout off about the effects 
of playing Reloaded has on 
young people. 

The nation's worries about 
the breakdown in respect for 
law and order amongst young 


a guide to a game's suitabili¬ 
ty for younger players. Under 
the Criminal Justice Act of 
1994 video games per se, are 
exempt from legal classifica¬ 
tion. However, the games 
you buy will have been rated 
by the games market’s trade 
body, the European Leisure 
Software Publisher's 
Asssociation (ELSPA), in con¬ 
junction with the Video 
Standards Council, who apply 
3+, 11+, 15+ or 18+ age 
guidelines on the products. 

However, underthe same 
law where a video game con¬ 
tains human sexual activity, 
mutilation or torture of 
humans or animals and other 
acts of gross violence, the 
software publisher is obliged 
to have the game officially 
classified by the British Board 
of Film Classification (BBFC), 
who will give it a legal certifi¬ 
cate in the same way as a 
video or a film is rated. 


a young man. 

Okay, so none of the above 
is true - not least anything 
we'd be bold enough to claim 
in print. As you and I well 
know, anyone over the age 
of 30 (or'pensioners', as we 
like to call them) have no 
idea about video games - 
especially politicians. But 
what you probably didn't 
know is that each party has 
an official line on the games 
we play, particularly when it 

is about .gasp! sex 

and violence. 

Video games may not be 
up there with Europe, unem¬ 
ployment and taxes, but let's 
not flatter ourselves even if 

















You can forgive people 
detached from the games 
market for misunderstanding 
the current age rating sys¬ 
tem. It is complicated, and 
different to the hard and fast 
rules of the video and film 
industries. And when 
you combine this 
with sensational¬ 
ist media cover¬ 
age of public 
domain games 
such as 
Schoolyard 
Slaughter 
(which of course 
aren't products of 
the legitimate games 
industry), you realise many 
of the outspoken opinion- 
formers can hardly be 
described as keen gamers'. 

Virgin's recent decision to 
resign from ELSPA and, 
subsequently, introduce its 
own age ratings system has 
already created concern 
within the market. The 
Government will respond to 
what could be interpreted as 
a weakening of the industry¬ 
wide voluntary age ratings 
system that is currently in 
place - a system that has so 
far prevented further 
Government intervention - 
and introduce 


r 

Conservative 



to speak publicly on subjects 
they can hardly be classed 
as experts in. 

The Tory Party's 
spokesperson is Nick 
Hawkins, MPfor Blackpool 
South. By no means a keen 
games player himself, 
he nevertheless 
has firm beliefs 
about sex and 
V violence in 
video games. 

"I think it's 
ompletely 
understand¬ 
able there is 
:oncern about vio¬ 
lence within any kind 
of entertainment available 
to children/' comments Mr. 
Hawkins. " As a parent I am 
very selective about the 
type of games I allow my 
children to play. Whilst I 
have read press reports 
about particularly violent 
games, I have not seen them 
myself, as I would not allow 
them in the house and I don't 
play games myself." 

Nick could easily have 
jumped on the Daily Mail- 
style bandwagon and cham¬ 
pioned for the public inciner¬ 
ation of all computer games, 
followed by a compulsory 
return to sticks and wooden- 
hoops for all under 18's. 



(Above) 

ELSPA 

CHAIRMAN 

Mark 

Livingstone. 


Under the Criminal Justice Act 1994, all computer and video 
games are exempt from legal classification unless they con¬ 
tain images of human sexual activity, acts of force, or 
restraint associated with human sexual activity like mutila¬ 
tion or torture of humans or animals. Also exempt if they 
contain other acts of gross violence towards humans or 
animals, human genital organs, human urinary or excretory 
functions, or techniques. 

If any of these elements are included in a game, it has to 
be submitted to the British Board of Film Classification 
(BBFC) for an official age rating, similar to movies or videos, 
which means you can only buy an 18 rated game if you are 
an adult. Under the present law, all other games do not 
have to be classified. However, with the continued backlash 
against games coming to a head a couple of years ago, trade 
body ELSPA teamed up with the Video Standards Council to 
introduce a voluntary age ratings system for the industry. 
Under the scheme, all games are given a non-statutory age 
rating, it. a guideline for parents, of 3+, 11 +, 15+ or 18+. 

The system works by the VSC asking the games firms to 
complete a form about the content of the game. Based on 
this, the VSC gives the game the appropriate rating. 

However, to avoid any 'misunderstandings', the VSC also 
looks at every 20th 3+ game, every 10th 11+ game and all 
15+ and 18+ titles. The VSC's secretary general, Laurie Hall, 
was quick to point out: "I don't think any ELSPA member 
would flout the system, after all it is voluntary. But mistakes 
can be made, which is why we now evaluate many of the 
products submitted to us." 

Since the launch of the PlayStation in September '95, 
some 250 titles have been rated under the 
/\ voluntary system, with only one receiving an 
18+listing. During the same period 10 
^ games were submitted to the BBFC for 

/ legal classification, although none were 

Z_1 given an 18 rating. 


Parents who are anxious about a video 

can at least watch if themselves to 
monitor its content before their chil¬ 
dren see it, but its a different matter 
if they.re worried about a.particular 

game because the majority can t 
even turn on the machine. 


a statutory classification 
procedure similar to that of 
the video trade. So it's easy 
to see why video games are 
pet subjects picked up from 
time to time by MP's - after 
all, their views simply reflect 
the concerns of the vast 
public which has never 
played a video game. 

muiuim 

Although the odds seem 
stacked against a fourth term 
for the Tory party, there's no 
sure winner of the next 
election. Therefore impor¬ 
tance of maintaining a high 
public profile is paramount 
for all parties - though a 
gaff, no matter how trivial 
can often cost seats at this 
stage in the campaign. 

So it's surprising so many 
political 'smoothies' are keen 


But despite having read 
the 'Nintendo Killed 
My Son' press 
reports, he maintains 
a sensible view on 
the subject. 

"I would never 
suggest all video 
games are bad," he 
adds. "But I think it's 
perfectly reasonable par 
ents should be cautious 
about the standards that are 
in place in some games. "I 
agree the media will always 
find it easy to sensationalise 
reports about particular 
violent games. Given the 
concern parents have, this 
issue will always be sensa¬ 
tionalised, particularly by 
certain types of media and 
tabloid newspapers." 

Of particular interest are 
his thoughts on the way 








games are currently rated: 

'I am aware the industry 
wishes to opt for self¬ 
regulation. However, I 
believe some kind of 
low-key involvement by 
external regulator 
ould be in the best 
Interests of the industry. 
I'm not advocating 
Draconian measures, but I 
believe the type of media 
coverage we often see 
about video games will 
never go away while 
the industry insists 
on self-regulation." 

mmimmim 

The Liberal 
Democrats 
MP for 
Cheltenham, 
igel Jones, 
agrees the issue of 



violence is something that 
does need to be addressed. 
But at the same time, he is 
quick to point out playing 
games can be beneficial 
to young people - while also 
claiming that his Party is at 
the forefront of the techno¬ 
logical revolution. 

"I do feel there needs to 
be some other kind of regula¬ 
tion covering games, because 
I believe playing violent 
games could have a damag¬ 
ing effect on children and 
young people," he com¬ 
ments. "Mortal Kombat 2 
was one of the games that 
generated much controversy 
a couple of years ago. I 
believe there are others 
similar in content." 

Like the Tory Party, it 
appears the Lib Dems would 
like to see a more tangible 
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regulatory sys¬ 
tem applied to the 
games we play. "I am 
aware of the industry's 
self-regulation scheme, but 
I'm not sure it's enough/' 
he adds. Thankfully, he, too, 
stops short of wanting to 
impose strict legal guide¬ 
lines."! wouldn't like to see 
anything like censorship, 
though, which is what hap¬ 
pens from time to time in the 
film industry. I think setting 
up an all-Party group to take 
a look at this sort of thing 
would be a good idea. It's 
certainly something that 
needs to be addressed. There 
does need to be some sort 
of quality assessment of 
video games." 

Nigel draws comparisons 


with the video 
industry which, 
like computer 

games, has been the staple 
diet of many sensational 
'news' pieces. 

"We had a debate in the 
House a couple of years ago 
about violence in videos and 
we presented evidence from 
several experts who claimed 
children were damaged 
through exposure to vio¬ 
lence. And it is obviously 
the same for video games. If 
you expose young children to 
violence in any form and in 
any medium it will have an 
effect on them." 

So is the view expressed 
here if you play Project 
Overkill for prolonged peri¬ 
ods, you will turn into a psy¬ 


I dont see the 
need for 
censorship 
because adults 
arent as sus¬ 
ceptible to 
exposure to 
violence as children. 


chotic axe.murderer? Not 
quite. Apparently the older 
you are, the less likely you 
are to be influenced by video 
games - hence Nigel's pref¬ 
erence to age ratings, not 
the deleting of material 
from a game. "I would like 
to see the tightening of regu¬ 
lations, but I don't see the 
need for anything as strict as 
censorship. After all, 
adults are not quite 
as susceptible to 
the exposure 
of violence." 

And comput¬ 
ers very defi¬ 
nitely can be 
a good thing 
in the eyes of 
the Lib Dems. 

"I do recognise 
most games are 
perfectly safe and can 
often be educational. 
Nowadays, people need to 
be at ease with technology 
and playing games is a good 
way of introducing children 




Liberal 


Democrats/ 


\ 


Act was more concerned with 
videos and films, but it is 
something that can be 
related just as easily to 
games that also include 
violent content. 

"As far as I'm concerned, 
the problem with violent 
games comes down to the 
fact these games are accessi¬ 
ble to impressionable chil¬ 
dren and, indeed, 
impressionable 
adults. 

However, it is 
very difficult 
to say what 
can be done 
about the 
situation, 
particularly 
as I haven't 
seen any hard 
evidence so far 
that shows violence in 
video games has a direct 
effect on children." 

Labour, it seems, prefers a 
more direct approach to vio¬ 
lence. "Our policy is very 


“I certainly do believe playing violent games could 
have a damaging effect on children and young people. 


Nigel Jones, Liberal Democrats. 
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NE MONSTER RAVINE 100NY PARTY 

The Monster Raving Loony Party may be a less credi¬ 
ble view point than the major political parties, but if 
you voted solely on who is most in touch with you, the 
keen games player, could you then so easily discount 
their views? 

"As far as I’m concerned, there's more likely to be an 
issue with violence on TV than in video games. But I still 
think it is wrong people blame violence in society on things 
like TV, videos and video games. I'm 54 and I was exposed 
to a great deal of violence when I was young, but I never 
grew up to take it out on other people. I think it's more to 
do with the way society has changed, rather than things 
like violence on TV or whatever. 

"I have seen video games where you kick other peo¬ 
ple, or use a gun to shoot down space ships, but I don't 
think they encourage violence in real life. I own a bar 
and the first video games machine I installed was 
called Brick in the Wall. It was very simple, it 
allowed you to knock bricks out of a wall. That never 
encouraged violent behaviour in my bar and I can't see how 
shooting down space invaders can, either." 


to this. This is something the 
Liberal Democrats are very 
keen on. We would like to 
see all 10 year-old children 
have access to a computer, 
for example. Paddy Ashdown 
is very much in favour of 
the advancement of techno¬ 
logical awareness amongst 
our children." 

WHAT RIB SAID 

And again, similar views are 
echoed by Labour's 
spokesman, Alun Michael, 
the MP for Cardiff South 
and Penarth, although he 
concedes officially that 
classifying computer and 
video games is probably not 
viable, or in the best inter¬ 
ests of the public. "The issue 
of violence has caused us 
some concern and was raised 
as part of the 1994 Criminal 
Justice Act," he reveals. "The 


much to reduce the culture of 
violence," continues Alun. 
"For example, we have been 
deeply involved in encourag¬ 
ing legislation which will 
ban dangerous knives. What 
we want to do is change 
things so the encouragement 
and acceptability of violence 
is eliminated. 

"I understand the games 
industry wishes to regulate 
itself and I am not sure of the 
practicalities of having an 
external regulator. We have 
to be sure there is actually a 
problem and I haven't seen 
any hard evidence to suggest 
violent games produce vio¬ 
lent children. There are many 
games that are not violent at 
all, and like many other 
things there is as much good 
as there is bad, so I'm not 
sure an external regulator 
would be the right solution." 


























run its own voluntary age rat¬ 
ings system since 1994, is 
keen to keep its own house in 
order to avoid mandatory 
classification measures. 
Laurie Hall, Secretary 
General of the Video 
Standards Council, 
responsible for 
overseeing the 
ratings on all 


games, is 
quick to 
defend the 
industry's 
current sys¬ 
tem. "It is 
important to 
point out that 
75% of games 
are suitable for all 
ages," he explains. 

"The voluntary age ratings 
system has been operating 
since 1994 and up until the 
end of 1996 we rated 2,094 
games. Of these, 74.3% were 
suitable for all ages, 17.4% 
were rated 11+, 7.6% were 
suitable for ages 15+ and just 
0.7% were given an 18+ rat¬ 
ing. These figures don't lie. 
It's also worth pointing out 




VOTE 
LABOUR 


that once we get to the 18+ 
level, these games often have 
to go to the BBFC for official 
classification anyway. During 
that same period, only 128 
games had to go to the BBFC, 
almost all because of sexual 
or violent content. But 
of those that were 
submitted for 
violence, very 
few have 
been given 
18 certifi- 
[ cates. Even 
j Doom and 
Mortal 
Kombat were 
rated 15. 

The public 
perception is very 
much focused on the 
exceptions. And unfortunate¬ 
ly, I think it is even more dif¬ 
ficult for the video games 
market than the video mar¬ 
ket. Parents who are anxious 
about a video can at least 
watch it themselves to moni¬ 
tor its content before their 
children see it, but it's a very 
different matter if they're 
worried about a particular 


AT HOMF 
WITH m 
OFFICE 

Meanwhile, the 
Home Office, which 
oversees issues within 
home entertainment, is 
clearly monitoring the 
current situation. 

Following its well publi¬ 
cised call for a clampdown 
on video and TV violence 
late last year, it is now turn¬ 
ing its attention to video 
games. "I fully share public 
concern about violent com¬ 
puter games," admits Home 
Office Minister, Tom 
Sackville. "Schoolyard 
Slaughter is a recent example, 
and I am also appalled to 
hear reports of the alleged 
contents of Carmageddon. 

"A casual link between vio¬ 
lent video games and 
violent behaviour in 
children has 
not been 


proven, 
butltake 
what I believe to 
be a common sense 
view, that daily 
exposure to violent 
material may have 
a very damaging 
effect on the behaviour of 
some children. The minister 
added: "Concern about vio¬ 
lent video games is not just 
restricted to the media. I 
receive complaints from 
parents concerned about 
video games their children 
have been playing. The 
games publishers should 


“I haven't §een any hard evidence so far that 
shows violence in video games does have a 

direct effect on children,” Alun Michael, Labour. 
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(Above) Tony Blair , leader of the 
Opposition. He's quite good at Tekken 2 . 


seriously consider 
whether they 
wish their prod¬ 
uct to be associ¬ 
ated with violence." 
Mr. Sackville is satisfied 
that the present current vol¬ 
untary age ratings system is 
working. "I welcome the 
steps taken by ELSPA and the 
Video Standards Council to 
rate the contents of those 
games which do not require 
legal classification. We 
believe this should help 
parents determine 
whether a game is 
suitable 
for children. 
"Existing 

will 
to 
in 

with self¬ 
regulation. 
There are 
currently no plans to place 
the ELSPA/VSC ratings sys¬ 
tem on a statutory basis, but 
the Government keeps the 
whole video and computer 
games classification system 
under regular review." 


MAIHTAIHIHE VIDTO STAH0AH0S 

Naturally, the games indus¬ 
try, which has successfully 
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RATINGS 
SYSTEM PUT 
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INDUSTRY 
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ELSPA. 
There are 

FOUR 
CATEGORIES 
AND EACH 
GAME IS GIVEN 
A RATING 
DEPENDING ON 
ITS CONTENT. 


If video games were put through the BBFC 
it would add four to six weeks to publishing 
times and increase everyone’s costs. It 
would be an absolute disaster both cre¬ 
atively and commercially.” 


Mark Livingstone, chairman of ELSPA. 


community will always relate 
directly to the amount of col¬ 
umn inches devoted to the 
'Nintendo killed my son' 
scare stories. And, now 
with the PlayStation 
putting video games firmly 
back on the map, today's 
reports on the storming suc¬ 
cess of the Sony console will 
most certainly translate into 
tomorrow's reports on the 
ill-effects of gaming. 

Secondly, the industry's 
own age ratings policy can be 
confusing for people used to 
the regimental classification 
of videos and films. Despite 
proving to be a success for 
the games market over the 
past few years, it is still very 
much misunderstood by the 
rest of the public. The term 
'voluntary'is possibly the 
greatest concern for many, 
who don't realise any games 
that do contain gratuitous 
violence have to be officially 
rated by the BBFC anyway. 
Possibly, as Nick Hawkins MP 
pointed out, games will 
always get a bad press, while 
the voluntary age ratings sys¬ 
tem is in place. 

Finally, computer and 
video games still remains 
shrouded in mystery for the 
majority of people. While the 


the majority can't even turn 
the machine on. So in the 
end they tend to believe 
what the media tells them 
about violent games. 

"The important thing to 
remember is games at the 
extreme end which may 
include graphic vio¬ 
lence - and 
there are rela¬ 
tively few of 
them - are already 
covered by the 
Criminal Justice Act 
and therefore have 
to be submitted 
to the BBFC for 
classification. 

So when 
these people 
talk about their 
hopes for an 
external regula¬ 
tor covering the 
market, there is 
already one in 
place in the shape 
of the BBFC. 

Unfortunately, these prob¬ 
lems arise due to a lack of 
understanding of the system 
of classification within the 
games market." 

If All HSPA fAllS... 

The success of the games 
industry's voluntary ages rat¬ 
ings system has, however, 
been built on the fact that 
the entire market has incor¬ 
porated the scheme to pre¬ 
sent a united front. The prob¬ 
lem today is that, following 
Virgin's recent resignation 
from ELSPA (over another 
matter), this show of unity 
has broken down. 

The publishing giant was 
itself responsible for releas¬ 
ing some of the most 'vio¬ 


lent' games to date, includ¬ 
ing Resident Evil, now has to 
classify games itself. 

ELSPA's chairman, Mark 
Livingstone explains: "From 
our conversations with MP’s 
and Government bodies, they 
are generally happy we've 
put our house in order. That 
could be called into question 
if people split from the 

voluntary sys- 
or if there is a signifi- 
increase in the amount 
contentious software 
being published," "It really 
fundamental the games 
industry continues to work 
together on this whole issue. 
If we were forced to put our 
products through the BBFC, 
for example, this would add 
four to six weeks to publish¬ 
ing lead times and increase 
everyone's costs. It would be 
an absolute disaster both 
creatively and commer¬ 
cially." 

WHAT THf PUBIIC 
WAHTS 

As most 
PlayStation 
Plus readers 
will be aware, 
the issue of 
violence 
within video 
games is 
not the 
widespread 
problem 
some 

would have 
us believe. 
Deat 'em ups and 
shoot 'em ups will 
always be popular choices for 
consumers, but not more so 
than sports titles and strate¬ 
gy games. Indeed, last year's 
best-selling PlayStation 
game was no blood 'n' guts 
fest. It was the comparative¬ 
ly tame FI A Formula One 
racing simulation. 

However, there are clearly 
a number of problems the 
games market faces when 
dealing with such a moral 
backlash. Firstly, the tabloid 
press always plays up to the 
public's fears about violence 
on TV, video and in games. 
Unfortunately, thanks to the 
media's love/hate relation¬ 
ship with the games industry, 
the success of the games 


use of computers is now well 
accepted, most people over 
25, including Politicians, still 
don't playgames and will 
therefore believe the scare 
stories. Whatever the reason 
for the finger-pointing, let's 
hope Government interven¬ 
tion is not on the cards. 

The effects of statutory 
classification of video games 
will be felt by everyone, 
with longer lead times on 
release dates, possibly higher 
prices on games and restric¬ 
tions made on the sale of 
the more controversial games, 
the likely result. 

The problem is the politi¬ 
cians, with their strong views 
on video games, are of a dif¬ 
ferent generation and 
detached from this new youth 
culture. And while this 
remains the case, computer 
and video games will always 
be an easy target on which to 
blame the nation's ills. 


THE GAMES WITH BAD NAMES _ 

It is not surprising the MP's PlayStation Plus magazine 
spoke to, continually picked up on Schoolyard Slaughter. 

The name alone leaves little to the imagination but, for 
those lacking in the creative department, here's a quick 
explanation. 

The game gained media notoriety immediately after the 
Dunblane tragedy, because it was a first-person 3D shoot 
'em-up in which you, the player, burst into a school and 
shot its pupils. 

The story was a Godsend to news editors because not 
only could it be directly tied to the events on that terrible 
day, but it also featured the Internet - another easy target 
most parents think is just a massive collection of porn. 

Quite rightly, the title was chastised for its content but 
the game itself was years old and available as public domain 
on the Amiga long before anyone had heard of Thomas 
Hamilton. It could just have easily been set in any other 
Doom-like location, thanks to its largely pixilated visuals, 
but, with hindsight, made easy pickings for the tabloids. 

Carmageddon is another story. Due out on the PC in the 
next month, it's a racing game in which you get 'style 
points' for running over pedestrians. Nothing new in this 
premise - even the Spectrum had its own Death Race - but 
the visuals and sounds of today's high-powered machines 
make for some stomach churning moments. Expect more 
media attention - and a PlayStation conversion - very soon. 
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Actua Soccer is universally 
recognised as the greatest football 
game ever. Here is just one of many 
testimonials: 

“The best footy game around. 

It's almost like playing the real 
thing. Beautiful.” 

Five Star Rating - Essential Playstation 

Now with Actua Soccer Club Edition, as well as all 
the action and authenticity of the original, you can 
play your favourite Premier League side with new 
live interactive commentary from football’s finest, 
Barry Davies. iwv - . j 


FEATURING 


ALL PREMIERSHIP CLUBS 


Gremlin 


1997 Gremlin Interactive Ltd. All rights reserved. Actua® is a registered trademark of Gremlin Interactive Ltd. 
Carver House, 2-4 Carver Street, Sheffield SI 4FS. Tel: +44 (0) 114 279 9020 Fax: +44 (0) 114 273 8601 
Website: http:Wwww.gremlin.co.uk All trademarks are the properties of their respective holders. 
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PRICE! CHOICE! 


THESE HAVE MADE U 
ORDER SUPPLIER C 


A DEVISION OF INTERACTIVE COMMERCIAL ENTERPRISES LTD 


,/?v 


FREE 

POSTER 



WITH EVERY 
ORDER FOR 
PLAYSTATION 
GAMES!! 



THE WORLD'S MOST 


CONSOLE AT BRITAIN'S 
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PRICE!! 


ALL PLAYSTATIONS COME WITH ONE 
SONY PAD ; A PLAYABLE DEMO CD 
FEATURING 6 GAMES 

PRICES INCLUDE FW 48bt DUMMY TO MOST AREAS IN THE UK 

•SUBJECT TO STOCK 


UNBEATABLE SERVICE GUARANTEE All machines bought from Gameplay are fully 
guaranteed by Sony and we offer full after sales support. Unlike some of our competitors, we 
only sell official UK consoles backed up by genuine British warranties. If your machine develops 
a fault within the guarantee period, we are the ONLY mail order company who will 

COLLECT IT FROM YOUR DOOR AND REPLACE IT FREE OF CHARGE!! 


PLAYSTATION & Memory Card & extra Cyclone Pad .£142.99 

PLAYSTATION & Doom .£146.99 

PLAYSTATION & Tomb Raider or FIFA '97 .£149.99 

PLAYSTATION & Resident Evil .£151.99 

PLAYSTATION & Formula 1 or Tekken 2 .£154.99 

PLAYSTATION & Die Hard Trilogy & Gun .£173.99 

PLAYSTATION & Tomb RAX»+THUND«HA)#K+Woeu> Cup Gov ...£179.99 
PLAYSTATION & Tomb Raider + Thunderhawk + World Cup 
Golf + RGB Scart + Saitek Pad .£199.99 


un IVIN MOM WHEN YOU BUY THE FOLLOWING 
AT THE SAME TIME At A MEW tOMY PLAYSTATION! 

1Mb Memory Card.just £14.99 

8Mb Memory Card.just £24.99 

Cyclone or Saitek Pad.just £12.99 

Dust Cover.just£ 5.99 

Link-up Lead.just £ 8.99 

Mad Catz/Gamester Steering Wheel just £61.99 
RGB Scart Cable.just £ 8.99 


UK PLAYSTATION GAMES 
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AYRTON SENNA KART DUEL ACTUA GOLF 




BUST A MOVE 2 ACTUA SOCCER 

2 Xtreme (ESPN Extreme Sports 2.£29.99 

3D Lemmings. 

.£27.99 

Actua Golf. 

.£31.99 

Actua Golf '97. 

.ELOWEST - CALL 

Actua Soccer. 

.£24.99 


Bust A Move 2.£23.99 

Casper.£32.99 

Cheesy.£29.99 

Chronicles Of The Sword.£34.99 

City of the Lost Children. ELOWEST 

Command & Conquer.£35.99 

Cool Boarders.£33.99 

Contra.£35.99 

Crash Bandicoot.£37.99 

Crow: City of Angels.£36.99 

Crusader No Remorse.£35.99 

Crypt Killer.£36.99 

Cyberia.£34.99 

D.£37.99 

Dark Forces.£29.99 

DarkStaikers Revenge: Night Warriors.£35.99 

Davis Cup Tennis.£29.99 

Deathdrome.£34.99 

Defcon 5.£27.99 

Descent.£17.99 



Actua Soccer Club Edition. ELOWEST 

Adidas Power Soccer. £ 21.99 


SPECIAL OFFER - GET £3 OFF ADIDAS SOCCER 
WHEN BOUGHT WITH ANY OTHER GAME! 



FIFA'97 HARDCORE 4X4 

Int'l Superstar Soccer Deluxe.£31.99 

International Motocross.£35.99 

International Track & Field.£35.99 

Iron Man - XO.£36.99 

Iron & Blood.£36.99 

Jetrider.£29.99 

Jonah Lomu Rugby.£34.99 

Jumping Flash 2.£36.99 

Kileak The Blood.£24.99 

Killing Zone.£30.99 

Kingsfield.£32.99 

Konami Open Golf (Links).£36.99 

Legacy of Kain.£33.99 

Little Big Adventure.£34.99 

Lomax in Lemmingland.£29.99 

Lost Vikings 2.£33.99 

Magic Carpet Plus.£24.99 


STREET RACER 



MICRO MACHINES 3 


SOVIET STRIKE 


Air Combat.£17.99 

AIV Global Evolution.£37.99 

Alien Trilogy.£29.99 

SPECIAL OFFER - GET £3 OFF ALIEN TRILOGY 
WHEN BOUGHT WITH ANY OTHER GAME! 

Andretti Racing.£35.99 

Aquanauts Holiday.£36.99 

Area 51.£31.99 

Atari Greatest Hits.£28.99 

Ayrton Senna's Kart Duel.£29.99 

Battle Stations.£34.99 

Batman Forever.£35.99 

Bedlam.£31.99 

Black Dawn.£30.99 

Blam! Machinehead.£29.99 

Blast Chamber.£27.99 

Blazing Dragons.£29.99 

Braindead 13.£32.99 

Breakpoint Tennis.£33.99 

Broken Helix.£36.99 

Broken Sword.£34.99 

Bubble Bobble & Rainbow Island.£24.99 

Bubble Bobble 2.£27.99 

Bubsy Bobcat 3D.£28.99 

Burning Road.£30.99 

SPECIAL OFFER - GET £3 OFF BURNING ROAD 
WHEN BOUGHT WITH ANY OTHER GAME! 


CRASH BANDICOOT DESTRUCTION DERBY 2 

SPECIAL OFFER - GET £3 OFF DESCENT WHEN 
BOUGHT WITH ANY OTHER GAME! 


Descent 2.£36.99 

Destruction Derby 2.£36.99 

Die Hard Trilogy.£34.99 

Die Hard Trilogy & Gun.£57.99 

Discworld.£38.99 

Discworld 2.ELOWEST - CALL 

Disruptor.£34.99 

Doom. £24.99 

Dragonheart Fire & Steel.£35.99 

Dungeon Keeper (Due May) .£36.99 

Earthworm Jim 2.£35.99 




..£29.99 



DIE HARD TRILOGY 
A PREDATOR LIGHT 
GUN FOR JUST 

- 91 


£ 58.991 


Excalibur .. 

Exhumed . 


...£35.99 

..£ 30.99 


Extreme Pinball.£24.99 

Fade To Black.£34.99 

Final Doom.£31.99 

FIFA '97.£33.99 

Firo & Clawd.£22.99 

Formula 1.£37.99 

Galaxian 3.£35.99 

Gex.£29.99 

Grid Run.£32.99 

Gunship 2000.£33.99 

Hardcore 4X4.£31.99 

Hexen.£28.99 

Hi Octane.£22.99 

Hyper Match Tour Tennis.£35.99 

Impact Racing.£29.99 

Incredible Hulk: Pantheon Saga.£29.99 

Independence Day.£34.99 


JUMPING FLASH 2 MOTOCROSS INTERNATIONAL 

Magic the Gathering.£36.99 

Mech Warrior 2.£35.99 

Megaman X3.£35.99 

Micro Machines 3.£35.99 

Monster Trucks.£34.99 

Mortal Kombat Trilogy.£32.99 

Motor Toon Grand Prix 2.£34.99 

MTV's Slamscape.£27.99 

Myst.£34.99 

NASCAR Racing.£35.99 

Namco Museum Volume 1 - includes Pacman, 
Pole Position. Galaga, Rally X, N*w Rally X, 

Toypop and Bosconian. 

Namco Museum Volume 2 

Another 6 classic arcade games including 

Super Pacman and Xevious. £ 33.99 

Namco Smash Tennis.£33.99 

Nanotek Warrior.£35.99 

NBA in the Zone.£22.99 

NBA in the Zone 2.£34.99 

NBA Jam Extreme.£35.99 

NBA Live '97.£34.99 

Need For Speed.£35.99 

Need For Speed 2.£34.99 

NFL Gameday.£35.99 

NFL Madden '97.£35.99 

NFL Quarterback Club '97.£29.99 

NHL Face-Off.£36.99 

NHL Hockey '97.£35.99 

NHL Open Ice.£33.99 

NHL Powerplay Hockey.£33.99 


Off World Interceptor.£24.99 

Olympic Games.£29.99 

On-Side Soccer.£33.99 

Pandemonium.£33.99 

Perfect Weapon.£35.99 

PFA Soccer '97.£34.99 

PGA Golf '97.£34.99 

Pitball.£24.99 

Player Manager 2.£31.99 

PO'ed.£23.99 

Porsche Challenge.£29.99 

Powerserve Tennis.£29.99 

Primal Rage.£35.99 

Prime Gold.;.£35.99 

Project Overkill.£36.99 

Pro Pinball The Web.£32.99 

Psychic Force.£35.99 

Raging Skies.£37.99 

Raiden Project.£32.99 

Rayman.£19.99 

Rebel Assault 2.£35.99 

Reloaded.£31.99 

Resident Evil.£33.99 

Return Fire.£34.99 

Ridge Racer.£17.99 

Ridge Racer Revolution.£33.99 

Rise 2 - The Resurrection.£36.99 

Road Rage.£34.99 

Road Rash.£22.99 

RobotronX.£32.99 

Sampras Extreme Tennis .£32.99 


tomb raider 

Suikoden.£34.99 

Super Puzzle Fighter 2.£35.99 

Supersonic Racer.£21.99 

Swagman.£34.99 

Syndicate Wars (Due April).£34.99 

Tekken.£17.99 

Tekken 2.£38.99 

Tempest X3.£27.99 

Ten Pin Alley.£29.99 

Test Drive: Off Road.£34.99 

Theme Park.£36.99 

Thunderhawk 2.£17.99 

SPECIAL OFFER - GET £3 OFF THUNDERHAWK 
2 WHEN BOUGHT WITH ANY OTHER GAME! 

Tilt.£28.99 

Time Commando.£34.99 

Titan Wars.£32.99 

Tobal No.l.£34.99 

Tomb Raider.£33.99 

Top Gun.£29.99 

Toshinden.£17.99 

Toshinden 2.£29.99 

Total NBA'96.£37.99 

Transport Tycoon.£33.99 

Trash It.£36.99 

True Pinball.£24.99 

Twisted Metal 2.£33.99 

Tunnel B1.£29.99 

Victory Boxing.£34.99 

Viewpoint.£18.99 

Virtual Golf.£31.99 

Virtual Open Tennis.£36.99 

VR Pool '97.£35.99 

Warhammer: Shadow of Horned Rat.£33.99 

Whizz.£32.99 



Williams Arcade Classics: Includes Defender, 
Robotron, Joust, Stargate (Defender 2), 

SlNISTAR AND BUBBLES .£26.99 

Wing Commander 3.£36.99 

Wing Commander 4.£35.99 

Wipeout .£18.99 

Wipeout 2097.£38.99 

World Cup Golf.£17.99 

Worms .£23.99 

WWF In Your House. £36.99 

X-2.£29.99 

X Com: Terror From The Deep. £29.99 


STREETFIGHTER ALPHA 2 

£37.99 


TOBAL NO. 1 

Shadow Warrior 

Shell Shock. £24.99 

Shockwave Assault.£17.99 

Sim City 2000.£29.99 



Skeleton Warriors .£36.99 

Siam n Jam '96.£30.99 

Soul Blade (Soul Edge).£29.99 

Soviet Strike.£36.99 

Space Hulk V.O.T.B.A.£35.99 

Space Jam.£36.99 

Spot Goes to Hollywood.£28.99 

Star Gladiator .£36.99 

Starblade Alpha.£22.99 

Starfighter 3000.£32.99 

Starwinder.£35.99 

Striker '96.£19.99 

STREETFIGHTER ALPHA 2.£32.99 

Street Racer.£34.99 



. _ .__ _ . _ _ ... MOTOR TOON GP2 LOMAX IN LEMMINGLAND STREET KACER .£34.99 VICTORY BOXING TEMPEST X3 

WE DO NOT CHARGE YOUR CREDIT CARD UNTIL YOUR ORDER IS DESPATCHED, SO YOU CAN RESERVE YOUR NEW RELEASES TODAY! 

Gameplay only supplies official UK products. All products guaranteed by Gameplay and Sony CEE or their respective manufacturers. Gameplay is an unofficial Playstation reseller and is Britain's largest mail order supplier of Playstation games. All rights reserved All trademarks recognised 








































































































































































































































































































QUALITY! SERVICE! 


; BRITAIN'S LARGEST MAIL 
F PLAYSTATION GAMES! 


JOYPADS 



SONY JOYPAD 
Still the highest 

QUALITY SPARE JOYPAD 
ON THE MARKET 

£22.99 






WILD THINGS ARCADIA 
ARCADE JOYSTICK 

8 BUTTONS INDIVIDUALLY 
PROGRAMMABLE. 

Turbo/auto-fire & slow 
motion. Chunky design 

£22.99 


PHASE 9 CYCLONE PAD 

Ergonomic Pad with 
turbo-fire, auto-fire and 
slow motion. Very 

RELIABLE AND EASY TO HOLD 

£13.99 

ASCII ARCADE JOYSTICK r 

Arcade style fighter stick 

WITH INDEPENDENT 
ADJUSTABLE BUTTON SPEED 
CONTROL AND AUTO-TURBO 
WHICH FIRES UP TO 36 
PUNCHES PER SECOND! 

£44.99 

I FIRE HYPER PAD 
An exact copy of 

THE OFFICIAL SONY 
PAD FOR ALMOST HALF 
THE PRICE! A GOOD 
ALTERNATIVE 

£13.99 


SAITEK MEGAPAD 

8 ADJUSTABLE BUTTONS 

with Turbo-fire, Auto¬ 
fire & Slow Motion. 
Microswitched D-Pad. 
Our favourite pad! 

£13.99 


SONY MOUSE 
Ideal for games 
which use a cursor, 
e.g. Sim City, Theme 
Park, Discworld, 
Broken Sword 
£22.99 


SONY MULTI-TAP 
Allows up to 8 

PEOPLE TO PLAY AT 
ONCE ON GAMES WHICH 
ARE COMPATIBLE (PADS 
NOT INCLUDED) 

£28.99 


FIRE INFRA-RED 
JOYPAD SYSTEM 

Complete with 3^2 8 

BUTTON JOYPADS AND A 
receiver. Each joypad 

HAS TURBO-FIRE AND 
SLOW MOTION FEATURES. 
SUPERB VALUE FOR 

money! 

£29.99 






ASCII Specialised Joypad. 

Mouse. 

Multi Tap. 

Sony Joypad. 

VRF1 Arcade Steering Wheel .. 
Phase 9 Cyclone Pad.... 


....£24.99 

....£22.99 

....£27.99 

....£22.99 

....£44.99 

..£14.99 


0113 234 0444 

SALES HOTLINES (7 days a week) 

0113 234 0999 

TECHNICAL SUPPORT im.. . $-.1 

0113 234 0666 

CUSTOMER SERVICES («.. ■ m> 

email: GameplayUK@aol.com 


COMING SOON ON THE SONY PLAYSTATION 



RELEASE LIST 


FOLLOWING IS A LIST OF PROVISIONAL 
RELEASE DATES FOR FORTHCOMING 
RELEASES. PLEASE REMEMBER THESE ARE 
INTENDED AS A GUIDE ONLY AND WE 
CANNOT BE HELD RESPONSIBLE FOR ANY 
CHANGES OR DELAYS. 

Actua Golf '97.early MAY 

Actua Soccer Club Edition.early MAY 

Adidas Soccer '97.MAY 

Atari Greatest Hits.early MAY 

Broken Helix.MAY 

Bubble Bobble 2.MAY 

Bubsy 3D.24th APRIL 

Castlevania.MAY/JUNE 

Caesars World of Gambling.early MAY 

Deadly Skies.mid MAY 

Descent 2. mid APRIL 

Independance Day£......2nd MAY 

Jonah Lomu Rugby........end APRIL 

Killing Time .. 1 st MAY 

Magic the Gathering...mid APRIL 

Nanotek Warrior.end APRIL 

Need For Speed 2..end APRIL 

Perfect Weapon.JK.2nd MAY 

PFA Soccer Manager.end APRIL 

Road Rage. M *,.,,— .APRIL 

Sentient..MAY 

Soul Blade.JW—Y-. EARLY MAY 

Swagman..MAY 

Tekken 3..../I30L.SEPTEMBER 

Ten Pin Auiy-..\..2 nd MAY 

Test Drive: Off Road...21st MARCH 

The Divide: Enemies Within^,.mid MAY 

Total Racii®. .X..k. early MAY 

Transport Tycoon .i..&. end APRIL 

Trash It .yl. end APRIL 

VR Baseball '97.4..21st APRIL 

War Gods.APRIL/MAY 

Wing Commander 4.2nd MAY 

Wing Over.17th APRIL 


NASCAR due May 


Need for Speed 2 due May 


Total Driving due May 


DukeNukem3D due June 


OTHER ACCESSORIES 




DATEL 120 SLOT 
MEMORY CARD (8MB) 

Eight times bigger than 

THE OFFICIAL SONY 
MEMORY CARD FOR LESS 
THAN DOUBLE THE PRICE!! 

Excelleht_Value! 


SONY/DATEL 15 SLOT 
MEMORY CARD 

Save up to 15 high 

SCORES, LAP TIMES AND 
GAME POSITIONS 

£16.99 



□ 



hr 




PREDATOR LIGHT GUN 

Compatible with Die 
Hard Trilogy, Horned 
Owl and any future 
light gun games. Also 
works with Sega Saturn 


VRF1 STEERING WHEEL 
True analogue wheel 

WITH PROGRAMMABLE 
BUTTONS FOR THE ULTIMATE 
DRIVING SIMULATION 

£44.99 




DATEL 360 SLOT 
MEMORY CARD (24MB) 

This enormous memory 

CARD IS ONLY fOR THE 

truly obsessed! The LED 

DISPLAY SHOWS WHICH OF 
THE 24 PA^ES YOU ARE ON 




GAMESTER/MAD CATC 
PSX STEERING WHEEL 

COMES COMPLETE WITH WORKING 
GEARSTICK AND FOOT PEDALS AND 
SUCKERS TO MOUNT ONTO A TABLE 

or floor. Suitable for use with 

ALMOST ALL DRIVING AND FLIGHT 

games, eg Wipeout 2097, Need 
for Speed, Ridge Racer Rev’n, 
Destruction Derby 2, 
Hardcore 4X4, Burning Road... 

£ 59.99 “ 



RGB SCART CABLE 
Improves sound and 

PICTURE QUALITY. ALSO 
FREES THE AV PORT SO 
THE PSX CAN BE 
CONNECTED TO A Hl-Fl 
£8.99 


Fire Hyper joypad - available in white, blue, 

RED OR GREEN. £13.99 

Fire Infra-red Joypads.£29.99 

Joypad extender cable.£8.99 

Wild Things Arcadia Arcade Joystick ...£22.99 
Saitek Megapad XII.£13.99 


0113234 0444' 

SALES HOTLINES 

OPEN SEVEN DAYS 
A WEEK 


/\ SALES LINES OPEN: 

MON-FRI 9am - 8pm 
SATURDAY 10am - 7pm 
SUNDAY 10am - 4pm 

/\ NO QUIBBLE EXCHANGE POLICY 

\y IF YOU ARE UNHAPPY WITH YOUR 
1 PURCHASE FOR ANY REASON, 
SIMPLY RETURN THE ITEM IN 
PERFECT CONDITION WITHIN 48 
HOURS OF RECEIPT BY RECORDED 
DELIVERY AND SUBJECT TO A FEE 
(10% OR MINIMUM £41, WE WILL 
SWAP IT FOR ANOTHER ITEM.(THIS 
OFFER APPLIES ONLY TO ITEMS 
LISTED IN OUR MOST CURRENT 
ADVERTS. WE RESERVE THE RIGHT 
TO REFUSE EXCHANGE IF THE ITEM 
IS NOT RECEIVED BACK IN PERFECT 
CONDITION)*. 

■JA ORDER BY CREDIT CARD, CHEQUE, 
L/| POSTAL ORDERS OR CASH (PLEASE 
SEND CASH BY REGISTERED POST 
FOR YOUR OWN PROTECTION). 
SORRY, NO CASH ON DELIVERY. 

•YOUR STATUTORY RIGHTS ARE NOT AFFECTED 



LINK-UP CABLE 
Allows 2 PSX 

CONSOLES TO BE 
JOINED FOR LINK 
GAMES 

£9.99 



AX ORDERS 

0113 234 0770 

(24 HOURS A f 


nAAA 

ORDER WITH CONFID 


Contains programmed 

CHEATS FOR 1 7 POPULAR 
GAMES INCLUDING FI, 

Tekken 2, Wipeout 
2097, Resident Evil, 
Crash Bandkoot, etc 

I Datel Disk Drive .£59.99 

Dust Cover.£7.99 

Konami Hyperblaster Gun.£CALL 

Memtech Memory Cards - Available in Clear see- 

through, Red, Green or Blue. £15.99 

RGB Scart Cable. £8.99 

Speaker Cable - allows speakers to be connected to 
1 your PSX when used with an RGB Scart cable .£4.99 

Link-up Cable.£9.99 

Replacement RF Lead - also comes with an adaptor 
to allow you to connect your PSX to a Hi-Fi£1 5.99 

Datel Action Replay Pro 

contains 100s of built-in 
CHEATS FOR ALL PSX GAMES 
TO REALLY LET YOU GET THE 
BEST FROM YOUR GAMES. YOU 
CAN ADD MORE CHEATS (FOR 
FREE!) AS NEW GAMES ARE 
RELEASED. £44.99 


PLEASE PING TO CONFIRM AVAILABILITY BEFORE ORDERING AS SOME SPECIAL OFFERS ARE LIMITED STOCK & 
SOME GAMES MAY NOT HAVE BEEN RELEASED AT TIME OF PUBLICATION 


Nintendo VIRTUAL BOY 

£ 44.99 

VIRTUAL BOY games £14.99 
each or £21.99 per pair 

Mario Clash, Panic Bomber, Virtual Boy 
Golf, Galactic Pinball, Red Alarm, 
Teleroboxer, Vertical Force & Wario Land 




2nd%/)6*mes 

Gameplay has just started stocking 
pre-owned games in addition to our 
new games and we intend to ensure 
that these are the best quality you 
can find anywhere. 

✓ All games must pass a 10 part 
examination before being resold to 
ensure 'nearly-new quality. 

All 2nd hand games are 
guaranteed for 3 months, 
hxtremely competitive prices 
for buying and selling. 

This is how you can sell us a game: 

1. Your game must be in nearly new 
condition. We cannot accept anything 
with torn or stained manuals or damaged 
boxes and you must clean the CD before 
sending it to us. Remember that all 
games are tested when we receive them. 
If your game doesn't work, we will not 
buy it and you will have to pay a £4.00 
charge to get it back. 

2 . You must ring us before sending 
your game in as prices for 2nd hand 
games can change quite regularly. You 
will be given an authorisation number 
which will be valid for three days. 

S. You will receive a credit for the 
agreed amount which you may use 
against other games, either new or used. 
If you would like to buy a 2nd hand 
game, simply ring sales for the current 
price. If your choice is not in stock, you 
may book a copy and it will be sent as 
soon as one becomes available. 
Remember, we do not charge your card 
until your game is sent! 

ALL PRICES LISTEP IN THIS 
ADVERT ARE FOR NEW GAMES 
ONLY - PLEASE RING IF YOU 
WOULD LIKE 2ND HAND PRICES. 


0 


0 


ORDER WITH CONFIDENCE FROM 
ONE OF THE LARGEST SUPPLIERS IN THE 
COUNTRY! OVER 600,000 SOFTWARE 
ITEMS SUPPLIED SO FAR! 

1ST CLASS DELIVERY FREE OF 
CHARGE JO U.K. MAINLAND. WE 
PROVIDE THE FASTEST DELIVERY 
SERVICE AROUND: 1 -3 WORKING 
DAYS MAX ON STOCK ITEMS. (PLEASE 
ALLOW 8 DAYS FOR CLEARANCE IF 
SENDING A CHEQUE). NEXT DAY 
DELIVERY FROM £4. ORDERS PLACED 
BEFORE 3PM ARE SENT THE SAME 
DAY (SUBJECT TO STOCK). 

1000'S OF TITLES AVAILABLE. 

WE ALSO STOCK GAMES & 
ACCESSORIES FOR SEGA SATURN 
& OTHER CONSOLES AND CD ROM 

OTHER COMPANIES MAY TAKE 
YOUR MONEY IMMEDIATELY BUT 
WITH GAMEPLAY YOU WILL BE 
SAFE KNOWING THAT YOUR 
CREDIT CARD WILL NOT BE 
DEBITED UNTIL YOUR ORDER 
IS DESPATCHED! 



Cut out this order form and post to: 

°GAMEPIAY / UN^31AVB5<nWAIJC 
NORTH STREET, 105,1571 AH 


Item description 


Price 


Name:.Customer No: . 


Address: . 


Postcode:...Signature: . 


Tel:. 


..Fax: 


Postage is FRIE for all gomes shipped within the U.K. no n 

Optional NEXT DAY DELIVERY available: £4.00 lor 1st “<*“ 
item plus £1.00 for each subsequent item 
Overseos postage • £2.50 per software item | Q |/\L 


Cheques payable to ‘Gameplay. 

Prices correct at time of going to press. E & OE. 


CashQ Cheque □ Postal Order □ CardQ 
Card No. □□□□□□□□□□□□□□□□□□ Expiry Date Issue No. □□ 












































































































































































'Mfimlii wdtimM'jw In uW injliamm 
fEttW&ihfikLMMwh. ml 'lima mini... \ 


It's generally understood that one of the 
first enemy buildings to take over or 
destroy should be the Construction Yard. 
However, you shouldn't forget that on 
later missions the CPU will have the option 
to build a second MCV, so as soon as the 
Construction Yard is down make your way 
to the Airfield to guarantee total vehicle 
denial. It's in these instances that a gang 
of Orcas can come in very handy... 


The blossom trees found amongst some tiberium patches act as replenish¬ 
ing centres. This basically means that after you've harvested all of the 
tiberium from around a tree it will, with time, grow back. On some missions 
you'll only have one patch to use, so make the most of it by taking direct 
control of your harvester and only harvesting the dense areas of tiberium. 
This will encourage the tiberium to regenerate at a faster rate. They are, 
however, a bit 'weird' and often need to be shot (say, with rockets) before 
they'll start coughing up fresh tiberium. It's also worth noting that any 
units near the tree when it releases spores will take damage. 


NOD: As soon as you can, 
build yourself a Stealth 
tank and get exploring the 
map. If you come up 
I against any infantry, just 
?r> run them over and 
keep going, and 
run past any 

v Qr fierce vehicles. 

There's also fun 
to be had fading 
in and out while 
I harassing harvesters! 


It's possible to place sandbags in front of your base in such 
a way that your troops and vehicles can still pass through 
easily, but approaching enemy units are forced to follow a 
predetermined pattern of movement. You can then place 
bazooka infantry along the sides of this sandbag 'trail' and 
have the enemy take hits while trying to negotiate this 
barrier. It's always a nice touch, I find, to have a couple of 
tanks waiting as a welcoming committee at the end too! 
























5 PANIC PURCHASING _ 

If you get suckered into leaving your 
base fairly unprotected (and let's be 
honest, after reading all this you'd be 
pretty stupid to do that!) and see a 
Commando or Engineer wandering 
towards one of your structures, wait 
until they're just about to arrive and 
then sell that building. Not only will you 
at least get a bit of money back, but the 
troops that appear can deal with the 
threat. Alternatively, if it's an enemy 
engineer on the way, just order yourself 
an allied engineer in readiness to take it 
back. This is, however, a stupid, expen¬ 
sive way to go about your business. 



(ES'I 



SPICIAI mum _ 

The combination of chopper and commando can be a dead¬ 
ly one. A particularly effective technique is to drop a com¬ 
mando right near enemy armies (or their Hand of Nod) and 
set him to Guard. He'll then effectively kill off soldier after 
soldier as soon as they come within his considerable range. 
Unfortunately, the moment a Cycle or Buggy arrives, 
you're knackered. And don't forget, considering the com¬ 
mando's high price ($1000) you can alternatively get five 
flame-throwers (NOD) or six grenadiers (GDI). And just 
imagine the pleasure to be gained from landing a Chinook 
at the back of an enemy base and five commandos spilling 
out to blow up everything in sight. 





commando vsjumsnn 


Brilliant though they are against infantry and buildings. 
Commandos are crap against vehicles. Harvesters, howev¬ 
er, can be lured back to your base (which should be 
bristling with guns, obelisks, etc) simply by shooting them 
and running back to your own base. The harvester will try 
to run over you and follow, and as long as the commando 
doesn't die along the way, the harvester will walk right 
into your defenses and be blown apart. 


I 


/'X 

p s r? 





If you notice that enemy helicopters keep 
attempting to land in the same 
location during a 
mission (or 
just happen 
to be around 
when one arrives), 
place a unit exactly 
under the unit and it 
won't be able to land. It 
will now just hover indefi¬ 
nitely, allowing you the time to get some 
bazooka guys together and blast it away. 


| 5 ? -= — J&Ze, 


* 
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mmm bromrs ___ 

The Chemical Warriors work in exactly the same way as the flame-throwers, but 
with two very important differences. Firstly, the Chemical Warriors do about 
one and a half times the damage of their pyromaniac mates, and secondly, their 
protection suits make them able to walk through patches of tiberium without 
taking damage. Make sure you exploit this ability to lead enemy troops to their 
tiberium-esque deaths, before finishing off any survivors. 



MIDIII M RAM __ 

Great though they are in gangs, the GDI Medium Tanks are 
limited in base attacks as they tend to die rather quickly 
against obelisks and are too slow to run infantry over 
effectively. Basically, always back these tanks up with 
infantry or lose them. Nuff said? 



mmm _ 

Weaknesses aside, the Medium tanks 
inflict excellent damage for their price, so 
if you do get caught against enemy 
infantry without any ground support, try 
shooting the squirming soldiers. With any 
luck they'll drop to the ground for cover, 
at which point you're offered with a much 
slower target to roll over. 
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1 SOLVED PART 2 
















SOLVED PART 2 
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mum mm... 

BUROKMH 

Devastating though bazooka 
jjjtroops are to slow-moving veh¬ 
icles, minigunners can totally 
destroy them. And don't forget; even a mini¬ 
gunner beaten to within an inch of his life can 
still take out two bazooka troops before 
going to that great gun club in the sky. 



TURRITS UNO JUNKS 

Though I never recommend huge gangs of 
grenadiers in a mixed attack force, as a sepa¬ 
rate group they're awesome against static 
targets. Take a fast gang of pineapple mer¬ 
chants to a turret, SAM site, tank or even an 
Obelisk and you're in business! It's also pret¬ 
ty cool if you use jeeps and grenadiers in 
combination, as the jeeps prevent the 
grenadiers from getting run over, while they 
themselves blitz any threats from the safety 
of the jeep barrier. 


L»j1 


nm-TRRBMRS... 

Grenadiers are pretty successful against the 
ever-annoying flame-throwers. In fact, in lab¬ 
oratory tests (or something) a single grenadier 
against a flame thrower seems to have a 50/50 
chance of killing the flamer with a single 
grenade. Pretty obviously, these grenadier 
gangs are also devastating against packed 
infantry formations. 


Rlfll IHFAHTRY 

It's easy to forget that the bread and butter 
soldiers, the good old standard infantry, pack a 
fair old punch and are bloody effective in 
groups against other infantry. Try sending a 
medium-sized force into a base to engage the 
defensive forces, then send engineers guarded 
by riflemen to capture buildings. 


ii 



ms meat 

I These attack choppers are basically 
flying Guard Towers, and as such won¬ 
derful weapons to kill humble GDI 
infantry with. As long as your opponent doesn't 
have any bazooka troops or missile support, the 
choppers can also be used to soften vehicles up 
for ground units to finish. It can also destroy 
Orcas while they're on their platforms, but don't 
go anywhere even vaguely protected by 
Advanced Guard Towers, Bazooka Infantry, 
Mammoth Tanks and Rocket Launchers. 


APACHt VS ORCAS 

I One of the main differences between 
Apache attack helicopters and Orcas is 
that they use chainguns rather than 
Rockets, and are therefore much much more 
effective against infantry. A more negative dif¬ 
ference is that they take a lot longer to deliver 
their full payload, so not only do they take much 
longer to destroy an armoured target, but they 
present themselves as airborne target for longer. 
The actual total amount of damage done by both 
choppers is the same, but Orcas have the edge 
against armoured targets. One final disadvantage 
to think about with Apaches is that they take 
twice as long to reload as Orcas. 


MCA ATTACK 

Ilf you're GDI and are being hassled, 

■ send in an Orca or two and destroy the 

■ helicopter. As long as you target the 
chopper itself as a ground target, even if takes off, 
it'll still die because the Orca will chase it in the air 
and keep launching rockets up its bum. 



CHfTRY CHINOOKS _ r __ 

Chinnoks can be tremendously effective for getting engineers into bases 
without having to deal with their 'front door' defences. However, you 
have SAM sites to deal with, so try sending in an Orca or attack heli¬ 
copter first and, as the CPU can't change the targets of SAM sites and 
advanced guard towers, they'll go for the first target they're presented 
_ with, allowing your 



Chinook to sneak in. 
However, apart from being 
an expensive and trouble¬ 
some toy, a major disad¬ 
vantage of the transport 
chopper is the fact that it 
sometimes circles the land¬ 
ing area before going to 
ground. I personally prefer 
to use this to deliver fresh 
infantry to a battle zone. 




A rather handy way of exploiting the duff 
artificial intelligence is to capture any 
enemy silos that you can see are chock full 
of goodness, and then sit back until the Al 
builds another one. You can then capture 
this because it'll be full up, claiming a 
rather handy 1075 credits each time. 



If you're having trouble taking out a particu¬ 
lar guard tower, send in a decoy target such 
as a harvester or a hummer and while the 
tower targets and wastes its time on this 
decoy, send in a commando to blow it up. 


Capturing a Hand of Nod is 
never easy simply because 
every time your engineers 
get close, yet another 
troop plops out and 
wastes him. Should you 
manage this tricky task, 
make it your primary bar¬ 
racks and churn out a cou¬ 
ple of flame troops as 
quickly as possible and get 
them to hold the building 
until you can get more 
engineers out. 



Being treated by the com¬ 
puter as impassable ter¬ 
rain, sandbags can be used 
to contain enemy units in 
their own base, or for 
keeping their harvesters 
out of tiberium fields. It 
takes time running those 
sandbag 'snakes' across 
the landscape, but it's 
worth it as you can control 
areas of landscape that are 
not yours! It also allows 
you to build up extremely 
early defence warning sys¬ 
tems by snaking to distant 
areas and placing turrets 
on the end. 


warn 


Gunboats appear to be incredibly thick and 
have a one track mind. Try moving a mini¬ 
gunner towards a gunboat until you're at a 
range where you've attracted its attention 
but it can't shoot at you yet. Even though 
the gunboat can't actually hit you, it will 
have selected your man as a target, and will 
ignore all other units from then on. Now 
just move something heavy into range and 
blast the boat while it's staring at your 
infantry. It's also worth remembering that 
Gunboats can be taken out with one 
Obelisk shot, so if you keep getting sur¬ 
prises washed up on your shores, just build 
a sandbag chain down to the riverside and 
leave them a present. 



As you'll no doubt be 
aware, grenadiers can be 
devastating against groups 
of tightly packed infantry. 
Fortunately you can utilise 
the dune buggies' excel¬ 
lent range and mobility to 
drive in, attack and then 
drive out before taking any 
damage. Fairly obviously, 
you have to be controlling 
the buggies continuously 
or you'll get blitzed. 


XI 





























bored Orcas can also be 
put to good use here. 




_ 


Luring enemy units back to your heavily 
protected base is always a cool thing to do, 
but because you can only lure harvesters 
with units that can be crushed, you often 
lose troops on the way back. However, 
don't forget the Recon Bike is not only 
'crushable' (and therefore able to draw the 
harvester away from its tiberium duties) 
but also fast enough to keep out of its way, 
fast enough to avoid any tank support that 
suddenly rolls out of the darkness, and 
tough enough to drive straight through 
tiberium fields. Time, methinks, for some 
harvester/obelisk action! 


NOD suffers a fair disadvantage 
in the tank department, having 
only the Bradley to face up 
against GDI's Abrams and 
| Mammoth. The Bradley is also 

pretty crap against infantry sim- 
J m ply because the 70mm cannon is 

•<. not designed to deal with such 

• _ u small, squirmy targets. However, 

the Bradley does have a good 

range and certainly packs a fair punch, so it shouldn't be underestimated - 
especially in groups of four or five. Set up a line of tanks as building guards 
and for frontal assaults, backed up with flamers and minigunners to deal 
with infantry. They're also pretty good as guards for weak-but-useful units 
such as artillery. 


The Artillery units are both a godsend and a pain in the 
arse. Their incredible range make them excellent for taking 
out enemy units and base defences from a safe range, but 
their armour is absolutely atrocious (a single Orca, Abrams 
or a couple of grenadiers will waste it in seconds). Either 
protect these with a billion Bradley tanks or have a relay of 
artillery running from the attack to the repair centre. It's 
also incredibly slow, so set tanks and infantry to guard it so 
that it's never left behind on its own (ie Orca fodder). It'll 
take a while to get your attack force to their deployment 
area, but it'll be worth it for the additional firepower. 
Artillery also make excellent early warning systems for 
when the CPU makes a move towards your base. One tip: 
never order them to attack. If, for instance, you order them 
to attack an enemy rocket turret, they'll move up close to 
the point where their range advantage is out the window 
and you'll lose all artillery units. Better is to creep up on 
them square by square to a spot where you'll find they're 
able to fire without being shot. Then just leave them and 
they'll find their own targets. 


What is there to say about the flame tank... As far as 
infantry are concerned, you can say goodbye to about 
twenty men a second! It's also very effective against 
buildings and vehicles, but can be dodgy when used in 
conjunction with your own troops simply because of the 
effective range of the flame and the tanks' apparent lack 
of concern about who they toast. When possible, have a 
squad of bazooka soldiers backing it up (from a dis¬ 
tance, obviously!) As far as attacking flame 
tanks goes, the rules are simple: never use 
infantry, and always overwhelm it with tanks 
before it gets anywhere near your base. A 
decent gang of Orcas can wear them down 
before they get near, but 
unless you have absolutely 
no infantry, these flame ♦ /JKr i 

tanks are to be treated ' 

as the greatest 
threat this side of a 
nuclear blast. 








POMMIP! 

If your powermeter drops below the shown requirement 
level (by building too many buildings and not enough 
power, or via the destruction of power plants) and you're 
gonna' suffer from blackouts and shutdowns. Obelisks of 
Light, Advanced Guard Towers, Communication Centers, 
Advanced Communication Centers and Nod Temples will all 
become non-functional if you lose power, while other 
buildings will become less efficient. A 'brownout' seems to 
cause a 50% drop in production, while a complete blackout 
takes production down to 10% of the normal. Fairly obvi¬ 
ously, you therefore always need to have excess power - 
especially if your defences are relying on advanced guard 
towers and obelisks. It's also pretty crippling to have to 
wait for the slower production times. You might find selling 
off lesser buildings is preferable to sitting without 
defences operational. 





TBWtRINR CUARDS _ 

As you should have noticed, the basic guard towers are 
blinding for taking out infantry assaults. In batches of two 
or three they can (with their rapid fire) take out huge gangs 
of infantry before they get anywhere near your base. 
However, because they're not so effective against vehicles, 
it's a good idea to have a line of bazooka troops standing 
behind them to take out tanks, enemy bazooka men, etc. 
should they start attacking your guns. Don't set your 
bazooka men on 'guard', just leave them to pick their own 
targets from behind the safety of the guard tower barrier. 
They're also pretty cheap and a good way of dealing with 
infantry-decimating enemy flame troopers. Simply send 
out a scout to draw them in, then let the guns do their job. 
You might also want a couple of defending tanks nearby to 
deal with enemy vehicles that can fire upon the guard tow¬ 
ers while remaining out of their firing range. 
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BUUHimH... 

SMITH IMS 

Further into the game you'll find 
yourself presented with Stealth 
Tanks. Apart from their obvious 
aggressive strength, these units 
are also able to perform some very 
unique and enemy-confusing 
tricks. They can scout large areas 
of the map undetected, wander 
through enemy bases without 
being noticed, and even form an 
invisible barrier between an enemy 
harvester and its base. Invisibly 
escorting units vulnerable to air 
attacks, such as harvesters, will 
allow you to instantly decloak and 
scare the crap out of would be har¬ 
vester rapists. Oh, and they can also 
make a rather funky noise when then 
phased out. Cool. 

IHVISIBUMtH 

Since you can't see these gits until 
it's too late, the best way to prevent 
Stealth Tank attacks is to block 
access to your base by 
standing tanks across 
bridges and narrow 
areas of land¬ 
scape. It's also 
worth kitting out 
your base with 
guard towers so 
that you can hit any 
tanks hard should they 
appear out of nowhere. I 
you're particularly 
paranoid, build 
an entrance sys¬ 
tem (eg use 
sandbags as a 
door that only 
you can open by 
selling and then 

buying and placing again). If, for 
some reason, you suspect a Stealth Tank 
might be in a particular position, force 
attack that area if only for peace of 
mind! One final tip on stealth detection; 1 
select an Orca, move your cursor around 
in the radar map, and if the cursor drifts 
over a square occupied by a stealth tank, 
the cursor will turn red. 

mwHi 

If you've got the money to churn out 
stealth tanks, use them as invisible walls. 
While cloaked the CPU intelligence won't 
attack and can't advance, so not only can 
you effectively block off whole areas, but 
you can position artillery out of range 
behind them and pick off targets and 
installations at your leisure. 


„ ' r JB& , 

' ✓ r 

L. £ i* 

a l Jilt. 

*/ — 


OmSMHlMRS 

For the very best in base 
defence, place advanced 
guard towers and standard 
towers together on the 
perimeter of your base. 
The advanced towers will 
be as effective as a SAM 
site for any attacking air¬ 
craft, and beef-up your 
defences against heavy 
armoured attacks. 
However,it's worth noting 
that advanced guard tow¬ 
ers are crap when it comes 
to dealing with an 
enemy vehicle brave 
enough to drive right 
up to it, so support it 
with a tank or two. 


IJSSJSMOBl _ 

Though having access to advanced power 
plants is a 'good thing' don't forget that 
building two standard power plants is actu¬ 
ally more cost effective than building one 
advanced plant (by $100 in fact) and, 
though making your base larger, does 
make it harder for the enemy to cripple you 
by ion cannon-ing or nuking one building. 

It also means that, should you lose a power 
plant, you're more likely to be able to get 
buildings and obelisks back on-line by just 
selling one less-essential building. 


If you fancy some chopper action don't buy 
them as separate craft. Always buy pads as 
1) you get a helicopter anyway, 2) it's 
about five times faster in production, and 
3) you don't have to manually organise 
choppers when they come to refuel and re¬ 
arm. Also, try to build pads together so 
that, if you send a grouped squad in to 
attack one target, they all get there at 
about the same time (unless of course 
you deliberately want them to appear 
in sequence...) 


iMummim 
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The Ion Cannon is a beauty for sure. Used at just the right 
time during an attack and it will take out: 

Five troops, a light tank, a flame tank, a gun turret, an 
Obelisk tower (VERY useful) or a stealth tank! 


Of AUNG WITH... 
shnobabs, hms m mus 

J^sjJ/sYou can really screw up enemy bases by surrounding them with your various wall 
tj defences. The three types have different levels of strength, and after taking a set 

r£) number of hits will deteriorate by one level; concrete walls have three damage 

levels, fences have two, sandbags one, and West Ham 3. Probably. 

smrcHOui 

Though buildings have to touch, sandbag connections will do (and can always be sold later 
if they get in the way). Don't be afraid to expand your base where space permits, as it often 
allows you to respond to threats much faster than if all your units are busy trying to clam¬ 
ber around tightly grouped buildings. 

msmmntH 

If you're worried about stealth tanks or engineers and commandos getting to your base 
while you're busy elsewhere, use sandbags as gates. Build and sell to 'open' and 'close' 
them, and make a 'valley of death' for any would-be attackers who end up staring at a 
wall (ie plenty of long-range artillery and guard towers along the approach route). If 
this is too impractical, try building your base as two 'halves', enclosing the buildings 
you don't need direct access to (ie power plants, comm, centres) with protective walls. 

SHHBBAE BBES 

Be a boring git! Build a trail of sandbags leading from your base to the enemy base, sell¬ 
ing and leapfrogging' as you go. Once you've reached their base, start building around it, 
blocking any way in or out, and denying units access out from barracks and heavy vehicle 
factories. And finally... plop an Obelisk of Light or two in the centre of the base and 
watch it do its thang! 
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f you happen 
to have a 
spare £35,000 
knocking around 
and you want some fun trav¬ 
elling from A to B, the 
Porsche Boxster may well suit 
your requirements. Able to 
clock 149mph and get from 
0-60 in 6.9 seconds thanks to 
an aluminium engine churn¬ 
ing out 204bhp, for the 
money it's not a bad way to 
get noticed. Alternatively, if 
you just have a spare £35 to 
play with, why not consider 
Porsche Challenge , which is 
part of Sony's new low, low 
pricing policy. Unlikely to 
win you as many friends as 
the real thing, and certain to 
cut rather than enhance your 
chances of pulling, at least 
this game will allow the 
opportunity of dangerously 
throwing the attractive little 
Boxster around various tracks 
and roads without worrying 
about the paint work. 


IIaus? 


m i 

Sony makes no bones about 
this game being a showcase 
for the Porsche Boxster. No 




other types of cars can be 
tested out or raced against 
and when not driving around 
tracks, there are FMV 
sequences that show how the 
designers came up with the 
concept. Right from the 
beginning of the project, 
programmers were in close 
consultation with Porsche. 
Sony claims that the result of 
this consultation is a comput¬ 
er modelled car that behaves 
just like the real thing in 
terms of speed, power and 
control; part simulation and 
part game they say. 

Designers of Porsche 
Challenge also boast that 
they've come up with some 
new features that will 
push racing titles into a 
new dimension. 

These innovations 
are interactive 
courses, interactive 
music - where the 
soundtrack 
responds to the 
way you drive, and 
an intelligent catch¬ 
up system. So does 
the game live up to 
these said promises, or is 




Being a fully 

LICENCED 
PRODUCT , THE 
RENDERED 

Boxsters IN 

Porsche 

Challenge 

LOOK WON¬ 
DERFUL FROM 
ANY ANGLE. 




Porsche Challenge more about 
the Porsche label than quality 
of game play? 


Before getting behind the 
wheel, six characters are on 
offer to pick and choose 
between. As is usually the 
case these are said to have 
their own distinct driving 
styles, but each also gets on 
well with some of the com¬ 
petitors and bears grudges 
against others. For example, 
taking control of Beats the 
English DJ beware of Dan the 
American Kick Boxer, who 
will try and run you off the 
road. Nakita the French 
Journalist on the other hand 
loves Beats and will make 
room for him. Reading the 
background on these charac¬ 
ters you'd be forgiven for 
thinking that the 
developers have a 
soft spot for soaps, 
and despite all 
this work the per¬ 
sonal preferences 
of each individual 
seems to have lit¬ 
tle effect on actual 


play. When push comes to 
shove, no one on the track 
could be considered a friend. 

Personal politics out of the 
way, when the game screen 
comes up, Porsche Challenge 
looks like being a big disap¬ 
pointment. Although quite 
competently designed and 
built, settings appear bland 
and sparse. Japan is possibly 
the worst offender with 
everything constructed using 
shades of grey. This course is 
set at night and Sony say 
they are proud of the real 
time lighting, but the result 
isn't terribly convincing. 
Stuttgart is devoid of any 
interesting features 
what so ( 
but then 


again 


TESTED 








































WOTODS 


Boxster Fact File 
Body/Chassis: 
Galvanised steel mono- 
coque with 0.31 drag 
co-efficient. McPherson 
strut based suspension 
with magnesium alloy 
locating arms. 
Engine Transmission: 

Fully aluminium, 
horizontally opposed, 
six cylinder engine with 
24 valves and twin 
overhead camshafts for 
each cylinder bank. 
Engine Power: 204bhp 
at 6,000rpm. Torque: 
181 lb ft at 4,500rpm. 
Five speed manual 
transmission, or option¬ 
al five speed Tiptronic 
semi automatic. 
Performance: 
Top speed of 149mph 
manual/146mph 
Tiptronic. 0-60 in 
6.9sec manual/7.6 
Tiptronic. 
Fuel Consumption: EC 
urban fuel consumption 
23.2mpg manual/ 
21.7mpg Tiptronic. 
Unladen Weight: 
Approx 1255kg 
manual/1305kg 
Tiptronic. 


Si 

Unfortunately Porsche 
Challenge is another 
PlayStation racer that fails to 
lick the problem of pop up 
scenery. Time and 
time again reviews 
point out how 
annoying it is to 
see features of a 
landscape sudden¬ 
ly materialise out 
of thin air, but still 
the difficulty 
persists. As the 
glitch is so obvi¬ 
ous to anyone who 
has picked up the 
game, it is hardly 
likely that the 
development 
team just failed to 
spot the problem, 
which in turn 
would suggest 
that software 
houses are con¬ 
tent to ignore 
such details. 

An enjoyable 
feature that all 
four of the stages 
share is the three 
dimensional feel 
of the roads. Dips, 
bumps, hills and 
banks help to 
make the driving 
much more fun in 
a reckless kind of 
way and they also 
help to cut down 
line of sight. 

When you're having difficul¬ 
ty remembering exactly what 
lies over 


the brow 


Reckless 


It's a pity that there are these 
problems with graphics and 
design of tracks because one 
really enjoyable feature of 
this Boxster showcase is the 
way that the car drives. 
Although it is difficult to 
imagine that the experience 
is just like taking a real 
Porsche out for a spin, once 
the handling characteristics 
have been sussed, bombing 
around is fast and fun, if not a 
little daft in places. Handling 
is very responsive and twitchy 


most test tracks must be fair¬ 
ly uninteresting places to 
visit. The USA course has 
more to offer with a variety 
of buildings and other road 
side objects, but it's techni¬ 
cally well made with out 
being inspiring. Bridges, 
country mansions with stone 
walls and iron gates make 
the Alpine section the most 
pleasing with the Porsche 
Challenge bleak graphical 
style best suited to a frozen 
winter scene. 


Porsche 
Challenge 
has four 

TRACKS, EACH 
ONE WITH A 
STANDARD AND 
A LONG TRACK , 
MIRROR MODE 
AND IN ONE 
PLAYER RACING 
THERE'S AN 
ADDITIONAL 
CHALLENGE 
WHERE DIFFER¬ 
ENT AREAS ARE 
OPENED AND 
CLOSED AS YOU 
MOTOR 
AROUND. 


STUTTGART 


Take to the Porsche testing 
track. Not many obstacles, 
apart from the odd cone, 
with wide roads to make 
hitting the right lines easier. 
Some very tight chicanes, 
especially on the long 
course, which require the use 
of hand break turns. 


of the next hill, the pulse 
starts to race just that little 
bit faster. Corners have also 
been put together to offer 
positive camber that causes 
the car to stick to the track 
and get up a rather good 
head of speed. 

Generally speaking the lay¬ 
out of tracks is fairly friendly, 
each being made up of a mix¬ 
ture of over taking stretches 
and tight turns. A few laps 
around the circuits quickly 
reveals where races can be 
won or lost, so initial impres¬ 
sions are that the game is 
user friendly and easy to pick 
up. After an evenings playing 
however, track design starts 
to feel a little too obvious. 

Some will think this a 
good thing, not wanti¬ 
ng the depth of say 
Formula 7, but this 
of Porsche 
makes it 
nlikely that in 

I months time 
game will still 
and your best 
attentions. 


Fommsim 


Whilst 

DRIVING FEELS 
FLUID , 

Porsche 
Challenge is 

LET DOWN BY 
THE DULL 
TRACKS. 
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nied by either soft rock or 
techno sound tracks, so it's 
good to see a little more 
experimentation in Porsche 
Challenge. Tunes are chilled 
out funk numbers and can 
stand a good few plays with¬ 
out getting annoying. Sound 
effects are fairly standard for 
the genre but their subtle 
nature thankfully leaves ear 
drums in tact over prolonged 
periods of play. Less enjoy¬ 
able are the tacky sections of 
speech which are either 
embarrassing or blatant 
pieces of advertising; "Watch 
my Boxster" exclaims 
DJ, the cheeky 
cockney 
geezer. 

Porsche 
Challenge may 
not be visual¬ 
ly stunning, per¬ 
haps being guilty of 
trying too hard to 
achieve realism rather 


Opinion Once you get used to the driving style of Porsche Challenge , 
racing gets to feel quite fluid. Skidding is much, much simpler to control 
than it is in Rage Racer and lines through corners are easy to find. Having 
said that, the way your Porsche Boxster handles is a touch too basic and 
forgiving and thus the level of challenge on offer is fairly limited. Tracks 
on the whole are bland, although some of the touches such as the man¬ 
sions surrounded by high walls and iron gateways look neat. At the end of 
the day only having one car to drive over a limited number of tracks leaves 
a gapping hole in the variety department and does nothing for this game's 
longevity. Porsche Challenge is more of a case of clever licensing than a 


i thoroughly thought out game. JM 
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in a good way, enabling the 
driver to continually make 
steering adjustments. Much 
of the game time is spent 
with the Boxsters rear end 
stepping out, but getting 
back on line is straight for¬ 
ward and much more forgiv¬ 
ing than in the Ridge Racer 
series. It is possible to wildly 
make use of the entire screen 
to ensure that the perfect line 
is taken which lends an 
extreme edge to the game. 
Setting up for a tight bend on 
the USA section for example 


means slamming the vehicle 
up on the curb and using the 
pavement to cut into the cor¬ 
ner. What all this adds up to 
is a fluid and natural control 
system that seems to offer a 
fair amount of freedom. 

Another area that deserves 
praise is the speed and virtu¬ 
ally jitter free game engine 
that has been employed. This 
further strengthens the 
enjoyment of controlling the 
car in standard racing and is 
particularly impressive in two 
player mode. Taking on a 


friend may make the courses 
more difficult to see (impos¬ 
sible to solve without turning 
to a link up mode) but it 
looks like Sony has managed 
to add a split screen without 
making any compromises to 
frame rate or the quality of 
graphics at all. 

For some reason racing 
games are usually accompa- 



An odd mixture of architec¬ 
tural styles, ranging from 
suburbs, waterfront, scrub 
and casinos. Two hazards 
require attention: trams that 
can stop you dead in your 
tracks and surveillance trucks 
that reverse into the middle 
of the highway. 



Reminiscent of a very dull 
WipeOut course, with high 
sided and banked roads. 
Includes the nastiest hair pin 
turn that if missed will leave 
you frantically jamming the 
car into reverse gear. The 
Interactive track has road 
works as a hazard. 



Probably the most exciting 
of the tracks, a crust of ice 
lies at the sides of the road 
and this proves useful for 
skidding and sliding into cor¬ 
ners. Watch out for the dou¬ 
ble hump back bridge that 
throws your car off course 
just before the finish line. 


than produce excitement. It 
does play a lot better than it 
looks, but whilst concentrat¬ 
ing on creating a decent dri¬ 
ving model for a racing game 
is commendable, ultimately 
this alone is not enough. 
Limited variety of tracks and 
options mean that no matter 
how well the car handles, 
players won't want to keep 
coming back to the title. 


Graphics:, 81 
Animation: 77 
Sound FX : 80 

. Music.: .85 

Lastability : 75 
Playability: 86 
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In THE 
BRILLIANT 

Playstation 

VERSION OF 

Fade To 
Black. The 
Morphs are 

MORE 
DETAILED AND 
BRIGHTLY 
COLOURED 
TOO. 


jiLgV layStations 
/ have become 
Lpr well known for 
their conversions 
of PC games. Classics such as 
Doom, Command and 
Conquer, and other titles 
have plenty of fans who own 
consoles and enjoy the 
depth offered by PC games 
without having to pay the 
high price. 

Little Big Adventure is 
another such conversion, but 
far from being a violent 
bloodfest, it is an isometric 
adventure game without a 
drop of the old rhesus nega¬ 
tive to be seen anywhere. 

It's set on the bizarre 
planet of Twinsun, which 
oddly enough has two suns, 
one for each hemisphere. The 
population - made up of four 
different species, the human- 


Release : Out Now 
Company : EA 
Price : £44.99 
Players: 1 
Genre : Adventure 



know whore 


like Quenches, elephant 
looking Grobos, short round 
Spheros and the Bi-pedal 
Rats called Rabibunnies - 
have been herded into the 
southern hemisphere by the 
tyrannical Dr FunFrock, who 
takes over the planet with his 
clone army and teleport 
machines. A hopeful legend 
sprang up among the 
oppressed people and there¬ 
fore a goddess called Sendell 
must save them. 



Because of this, FunFrock 
outlawed any mention of the 
Legend and imprisoned any¬ 
one who spoke of it. 

You play a young man 
called Twinsen who has been 
committed to an asylum 
because of the strange 
prophetic dreams he has 
been having, and this is 
where you begin your 
adventure. So the first task 
you have is to escape from 
your cell. But how? 



Obviously escape isn't impos¬ 
sible, otherwise it would be a 
very short game. But with 
this task alone you are intro¬ 
duced to the basic elements 
of the game which you have 
to master in order to escape. 
The most obvious of these is 
the control you have over 
Twinsen's emotional state. 
You can access four different 
emotions for Twinsen. Each 
give him different abilities 




















Drinking water for Principal Island: 
DO NOT THROW ANYTHING IN THE 
TANK* _ 


Bismn 


and you have to switch 
between them for different 
situations. For example, to 
escape Twinsen needs to 
become aggressive so that he 
can fight the guards. 

Allowing you to change the 
personality of your character 
- which is brilliantly shown 
with the alteration of his 
poses - is an innovative fea¬ 
ture which is more than just a 
novelty and adds a great deal 
to the game. 

Another element which 
puts Little Big Adventure 
firmly in the category 
labelled 'fun' are the set 
pieces which make you feel 
you're taking part in a story 
as opposed to simply walking 
around picking up objects. 

An example of this is when 
Twinsen goes to his home to 
lay low after the escape. 

Since the clones are on his 
trail, it would seem to be 
obvious they would search 
his house sooner or later. But 
it still comes as a shock when 
there's a sudden knock at the 
door and you've only got a 
few seconds to hide before 
they come in. It is these ele¬ 
ments which make Little Big 
Adventure special, but even 
without them the strong 
game play still enhances its 
quality. 

The puzzles are all logical 
ones and while the game isn't 
easy, the frustration factor is 
certainly quite low. The 
places you need to get to are 
all noted on Twinsen's map 
of the world which means 
your objectives are always 
obvious, so you can concen¬ 
trate on the problem at hand. 

There are many touches 
which improve the game, 
such as being able to collect 
money, or using vehicles to 
take you to unreachable 
locations. 

These features might 
sound trivial to you, but 
when you experience the 
depth of Twinsen's world 
(there's obviously a lot we're 
not telling you ) you'll see it 
is truly a superb and large 
adventure game. 


The world of Twinsun is 
very detailed. It is a 
huge place which will 
take you a long time 
to explore fully. It's 
made up of several 
islands, and 
exploring these 
is an adventure 
in itself since 
they are a 
massive and 
contain not 
only a large 
number of 
buildings but 
a great many 
characters, all of which 
you can talk to and are 
accompanied by 
speech. Not all of 
these people have 
something interesting 
to say, but many of 
them offer you infor¬ 
mation about your 
quest, or give you 
help by leading you 
to locations or aid¬ 
ing you against the 
clones. 

Ofcourse every 
character is ani¬ 


mated superbly, giving you 
an impression you are in a 
real world when you see bar¬ 
tenders and waiters serv¬ 
ing drinks, or soldiers 
going for a quick slash in 
the woods. Their 
Artificial Intelligence 
might not be the 
most complex, but 
the animation is 
what makes it come 
alive. While you 
will spend a lot of 
your time explor- 
g Twinsen's 


(left) You 
don't have 

TO WALK 
EVERYWHERE. 

Use vehicles 
TO TAKE YOU 
TO OTHERWISE 
INACCESSIBLE 
PLACES. 

YOU WILL 
HAVE TO 
PROVIDE YOUR 
OWN FUEL 
THOUGH. 


urns... mm mi mu mm _ 

Twinsen has four emotional states which can be accessed by 
pressing the shoulder buttons on the joypad. Once an emo¬ 
tion is selected Twinsen's posture and walk is affected as if 
he's got a completely different personality. It also changes 
how he throws his magic ball, and how certain people deal 
with him in conversation. Choosing the right emotion at the 
right time is essential for the completion of the game, so 
here is a description of each of them. 


homi 


As you might expect, this is your 
standard Twinsen. He walks and 
moves normally so he might not 
look as interesting as the others 
on offer, although he does have 
his uses. He can talk to people, 
move crates, activate switches, 
use items and much more. 


You find yourself on the run, 
most of the time. It allows 
Twinsen to run quickly from 
place to place and jump over 
any obstacles he may find in his 
way and so is ideal for avoiding 
both gunfire and clones, 
making travel all the quicker. 

If you're without the protec¬ 
tive power of your magic ball, 
then you'll have to resort to 
hand to hand combat. 

Twinsen is a bit tasty in this 
department and can take 
down most unarmed foes 
with ease. 

When running won't help and 
the enemy is hard to beat by 
fisticuffs, try a different 
approach. A discreet Twinsen 
sneaks around avoiding the 
enemy and you can make him 
hide so detection is even more 
difficult. 


AEERtSSIVI 
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Twinsen 

MIGHT LOOK 
LIKE A NICE 
GUY, BUT 
ONCE HE PUTS 
HIS BLUE 
KAFTAN AND 
MEDALLION ON 
HE'S A 
POWERFUL 
MAGICIAN 
ARMED WITH A 
MAGIC BALL. 
SO WATCH IT. 



Opinion Once again the PlayStation proves it has a huge 
range of innovative and extremely playable titles. Little Big Adventure 
can firmly take it's place with the rest of the classic games because it 
is, quite frankly, brilliant. The graphics, animation and sound are all 
extremely well done. The gameplay pulls you in from the word go 
and manages to keep the frustration factor low by not being too 
unfair. However, the size and difficulty of the game, coupled with its 
great playability, will keep you playing for weeks. Utterly superb, this 
will appeal not only to fans of adventure games, but anyone who likes 
good games, and Little Big Adventure is certainly that. DB 


islands and meeting it's 
inhabitants, your quest is not 
completely adventure 
oriented. 

There's is a healthy arcade 
element to Little Big 
Adventure which keeps the 
pace moving and means 
you'll be doing a 
lot more than puz¬ 
zling your way 
through the game. 

Since you're on the 
run, there are a lot 
of hostile clones 
shooting at you 
which means you've 
got to be quick on your 
feet in order to avoid 
falling to their bullets. This 
doesn't mean you can't fight 
back because you find the 
magic ball early on in the 
game. Twinsen can throw the 
ball at his enemies, which 
will return to his hand to 
throw again, whether he hits 
or misses them. Initially this 
is tricky to use since it's hard 
to judge the correct angle, 
but with some practice it 
soon becomes an effective 
weapon. This means you'd 


n 
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PlAEtS OF INTHEST _ 

Being such a large place, Twinsun has a number of interest¬ 
ing locations for our hero to visit. Some of these may not 
appear important at first, but as your adventure progresses, 
you'll find everything has a purpose. These are just some of 
the places which you'll come across. 



This is where you begin the 
game and must escape 
from. You will be recog¬ 
nised on sight, so it requires 
you to be both stealthy, to 
avoid detection, and quick, 
to stop the guards from 
raising the alarm. 



JWIHStH’S HOME 

* 

V 

r 

You've returned at last my love ? 1 
Como inside quickly all the clones 
must be looking for you. 


There are many ports in the 
game and you'll need plen¬ 
ty of money if you want to 
travel anywhere by boat. 
It's advised not to get too 
close to the water because 
Twinsen can't swim. 


Once you've escaped from 
the asylum, Twinsen's home 
will provide you with a 
number of items which will 
prove invaluable. Be care¬ 
ful, the clones are on your 
trail and this is the first 
place they'll look. 



The Library contains both 
books of interest and many 
knowledgeable visitors who 
can give you information. 
The most precious books 
are kept in the Censored 
Publications Department. 

To get in there you'll need 
to do someone a favour... 



The world of 
Twinsun has 

MANY VARIED 
TERRAINS. 

From cities 

AND ARMY 
BASES TO THE 
GRASSY 
WILDERNESS. 
THERE ARE A 
LOT OF PLACES 
FOR OUR HERO 
TO VISIT ON 
HIS QUEST, 

And this is 

ONLY THE 
BEGINNING. 


better be a good shot as well 
as a good puzzle-solver if 
you're going to get through 
the game. 

WEB 


Adventure games may not be 
the most popular of genres 
next to beat 'em ups and 
football games, but any one 
who ignores Little Big 
Adventure is making a big 
mistake. This is one of the 
greatest adventure games on 
the PlayStation, not only 
because of the excellent 
graphics and gameplay, but 
because of its accessibility. If 



you've never picked up an 
adventure game before, 
check this out because it is 
fast-paced enough to keep 
you interested, and has an 
incredibly engrossing intro¬ 
duction to the genre. As for 
the adventure fans? Well 
quite frankly get to the 
shops to buy this right now. 




. 

Graphics : 85 
Animation: 89 
Sound FXzQA 
Music : 78 
Lastability : 88 
Playability: 90 
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Namco's 

FINAL INSTALL¬ 
MENT OF THE 
MUSEUM 
RANGE IS PROB¬ 
ABLY THE MOST 
MEMORABLE 
SO FAR. 

Whether or 

NOT YOU FIND 
THE PACKAGE 
WORTHWHILE 
WILL SIMPLY 
DEPEND ON 
HOW YOU FEEL 
ABOUT RETRO 
GAMING. 


Namco r/r» 
Museum 




ome will break 
y down in tears 
whilst others 
will jump for joy as 
Namco return for the last 
time with their arcade 
perfect retro package. 

Generally speaking the 
video games industry tends 
to escape a lot of contentious 
issues, but the release of 
ancient games in their com¬ 
plete original form seems to 
have split opinion. 

Depending on which side of 
the fence you are, turning the 
clock back is either a chance 
to get hold of games that 
only had their playability to 
rely on, or a waste of time 
and money that sets back 
development of a machine 
capable of so much more. 


Personally I find nothing 
wrong with the practise so 
long as companies choose 
the right titles to convert. 
Some really old titles should 
be left to rest in peace 
because they just don't cut 
the mustard anymore. Atari 
Greatest Hits was an example 
of how sometimes fond mem¬ 
ories should be left in tack. 
Two of the Namco classics in 
this pack however are a wel¬ 
come trip down memory 
lane. Dragon Spirit is an old 
skool shoot'em up in the best 
sense of the term and should 
be enjoyed even by those 
who never set eyes on the 
original. This is a vertically 
scrolling blast that pushes 
reflections hard as the player 
dispatches a good variety of 
enemies and has to dodge a 
massive amount of fire 
power. Power ups and end of 
level bosses may look a little 
week by today's standards. 


but what Dragon Spirit lacks 
in these departments it 
makes up for with truly fran¬ 
tic game play. It also offers a 
very stiff challenge and mak¬ 
ing it through a level is a 
rewarding experience. 


Retro 


Then we have the wonderful 
Metro-Cross, which involves 
getting a jump suited charac¬ 
ter from one gate to another 
within a time limit. Routes 
through a level have to be 
chosen wisely as certain sec¬ 
tions slow down movement 
to such a degree that getting 
to the end becomes impossi¬ 
ble. Hurdles, rolling cans, 
pits, electrified squares and 
the like need to be jumped, 
whilst spring boards, skate 


boards and bonus soft drinks 
speed up movement. 
Metro-Cross is highly 
playable and offers an almost 
limitless life span. It's also 
one of those products that 
has a sound track that worms 
its way into your head, 
leaving you humming it on 
public transport. 

Less fun is to be had with 
Pac Mania , which is simply 


Pac Man in 3D with the ability 
to jump over ghosts. Once 
you've seen one maze, which 
incidentally look to have 
been built from Lego, you've 
seen them all. The only factor 
that might ensure a bit of 
longevity is achieving a new 
high score, but the repetitive 
nature of the title means this 
one's for the die hard frater¬ 
nity only. Even less interest- 


Release : June 
Company : Namco 
Price : £39.99 
Players : 1 -2 
Genre : Collection 
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ing, and completely unheard 
of is Baraduke , which casts 
the player as a jet packed 
hero who must clear caverns 
of some pretty weird aliens. 

The Legend Of Valkyrie on 
the other hand is an enjoy¬ 
able two player romp that 
falls somewhere between the 
label of cutesy adventure and 
a frantic hack V slash. 

Killing enemies leaves coins 
to collect which can buy tons 
of weapons and even pot 
plants! It's particularly funny 
when the characters get the 
ability to grow into giants, 
and considering its age, the 
Legend of Valkyrie is very 
well produced. 

Namco's virtual museum 
is again a walk through 
affair where there are plenty 
of exhibits to visit if you 
want to swat up on arcade 
trivia or check out tips and 
instructions. Slide shows, 
mechanised exhibits and 
schematics of the arcade 
boards (that allow you to 
fiddle with dip switches) 
complete the picture, but 
at the end of the day only 
the games will be worth 
coming back for. 



Namco 
Museum 
Vol 5 

ILLUSTRATES 
THE PROBLEM 
OF PUTTING 
TOGETHER A 
COMPILATION 

in Japan 

WHICH ENDS 
UP ON SHELVES 
IN THE UK. 
Differences 
in the 

MARKETS MAKE 
THIS A LESS 
THAN 

MEMORABLE 

OFFERING. 


NAMCO MUSEUM VOL 4 

Weakest of the editions, the only game that could be 
counted a classic on Namco Museum Vol 4 is Pac Land. With 
the addition of legs, and a fairy under his hat that needs 
protecting, our little chomping friend gets thrown into a 
platform adventure. Looks are dated but this game from 
1984 contains many features still used today so it's also an 
interesting guide to the way ideas progress. 

Other conversions include Genpei, which is like a very 
rough First Samurai, a surprisingly polished horizontal blast 
named Ordyne, the dull Return Of Ishtar and the virtually 
uncontrollable tank game Assault. All in all fairly limited 
entertainment with very little value for money. 
OVERALL:67 




i-1 

i Opinion Apparently Namco still have conversions that warrant 
! re-release but limiting the volumes to five meant some tough decisions j 
j had to be taken on what should be left out. Bearing this in mind, why 
| some of the games here have been included is a bit of a mystery - maybe 
i they mean more to Japanese players than they do to British ones. 

! Baraduke and The Legend of Valkyrie will probably mean little to punters in j 
\ this country and therefore won't be of much interest. Because Pac Mania j 
j lacks variety it will also have little long term appeal, but Dragon Spirit , and [ 
i Metro-Cross in particular, should be part of any self respecting anorak's 


i collection. Jolly good fun if you enjoy a little nostalgia. JM ! 

i-1 


Some of the titles still man¬ 
age to hold the attention and 
Dragon Spirit represents a 
unique experience for 
PlayStation owners - a half 
decent shoot'em up. If you 
recognise a couple of the 
programmes you'll love the 
package, otherwise why not 
wait for the next instalment 
of Atari's Greatest Hits , which 
includes the classic Gauntlet. 


THE FACE OF THE FUTUUE 

When each new Namco collection is launched, the layout 
and graphics of the virtual museum change slightly, but at 
the front end a robot receptionist is always included as a 
guide. Why, you might ask, is this so interesting. Well, did 
you know at Namco's Japanese headquarters, a real life 
robot receptionist greets guests and offers information? 
It's true and to prove it, take a look at this picture taken by 
PlayStation Plus" editor on a recent visit to the said offices. 




.. GraphicsN/A 
Animation : N/A 
SoundFX: N/A 
Music-.. N/A 
Lastability : N/A 
Playability : N/A 
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Old skool 
RPC fun, 

CURTESY OF 

Konami 
Japan. Sprite 

GRAPHICS IN A 
POLYGON 
WORLD LOOK A 
LITTLE POOR, 
BUT IF YOU'RE 
SEARCHING 
FOR ADVEN¬ 
TURE, THIS 
WILL SATISFY 
YOUR NEEDS. 


Vandal Hearts 



Battle tactics play a 
major role in Vandal 
Hearts, especially when 
your forces are out num¬ 
bered. Taking to higher 
ground will increase the 
strength of hand to 
hand attacks and allow 
archers to shoot 
further. Obstacles such 
as bushes are difficult 
to walk through but hid¬ 
ing in the middle of 
some greenery will 
provide extra protec¬ 
tion. When moving into 
combat, attacking from 
the rear or sides inflicts 
more damage and it is 
also possible to 
surround the enemy to 
add a support bonus. 


n a strange 
world full of 
monsters and 
magic, lies the 
ancient and fertile lands of 
Sostegaria. Legends state 
that a millennium ago the 
Flame of Judgment threat¬ 
ened to wipe out every 
human, beast and bird on the 
continent, but 
Toroah the 
Messiah lead the 
chosen people to 
safety. The 
Nobility that 
descended from 
their saviour even¬ 
tually gave them¬ 
selves up to 
wealth and exotic 
pleasures, sinking 
into corruption 
and depravity, 
forgetting the 
holy teachings of 
Toroah. This situa¬ 
tion led to a revo¬ 
lution in the 
Kingdom and the 
victorious rebels 
set up the repub¬ 
lic of Ishtaria. 
However, Arris 
the Sage whom everyone had 
hoped would lead the coun¬ 
try, mysteriously vanished 
and has not been seen since. 
Fifteen years later the shad¬ 
ow of war once again hangs 
over the lands. 

Initially three heros are at 
the disposal of the player and 
as the adventure continues, 
more characters will ask to 
join the merry band. Strength 
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Release: May 
Company: Konami 
Price : £44.95 
Players: 1 
Genre : RPG 

mmmmmmmwmmmmmmm 


Text is wood¬ 
en and 

NOTICEABLY 

CONVERTED 

FROM 

Japanese, but 

THE PLOT IS 

ENGROSSING 

ENOUGH. 




I-1 

! Opinion Graphics are simple, the story line seems a little linear and 
| the dialogue is wooden, but still Vandal Hearts is a highly engrossing 
] game. You can't help caring about your characters as you go into battle, ] 
i or get excited when they gain access to more powerful attacks. Best of 
! all this adventure is massive and as more heroes join your army, battles 


! become huge blood baths that are tough to win. JM 

1_i 






always lies in numbers, but 
some of the recruits are not 
necessarily to be trusted. 
Very little is made apparent 
about your quest and at first 
fights seem to come about by 
chance. As you travel to more 
distant lands, and speak to 
more folk, it becomes clear 
you must play a major role in 
saving the nation. 

Vandal Hearts looks a bit 
disappointing on first 
inspection, with unpolished 


graphics and a script that 
stands out as a literal 
Japanese conversion. Give it 
a chance however, and its 
traditional RPG style will 
grab the imagination for 
hours on end. New foes pop 
up all the time, including 
some large boss monsters, 
and each provokes the player 
to try out new tactics for a 
victory. Not everyone will be 
gripped by the laid back 
action that requires plenty of 
logical pondering rather than 
lightning quick reactions, but 
if roll playing is your bag, this 
is unlikely to disappoint. 

Graphics: 69 
Animation : 80 
'''SoundM;.70 
Music : 73 
Lastability: 89 
Playability: 81 
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STOMP, KILL & ENJOY 



“MechWarrior 2 is without doubt, one of 
the finest titles on the PlayStation.... 
Buy, buy, buy and stomp, kill and enjoy.” 


“One severely addictive battle-test... 
crowned with quality gameplay & lovingly 
implemented detail.” 


Official PlayStation Magazine 


Activision is a registered trademark ol Activision. Inc. : 1995 1996.1997 Activision. Inc. MechWarrrior. BattleTech, BattleMech and Nlech are registered trademarks of FASA CORPORATION i 1995 1996.1997 FASA CORPORATION. PlayStation and the PlayStation logos are 
trademarks of Sony Computer Entertainment Inc. Sega and Sega Saturn are trademarks of Sega Enterprises. Ltd. All other trademarks and trade names are the properties of their respective owners. All rights reserved. 
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Excalibur 

2555AD 
COMES TO YOU 
COURTESY OF 
DEVELOPERS 

Tempest, 
WHO WERE THE 
TEAM BEHIND 
THE 3D COM¬ 
MANDO CAME 

Lone 

Soldier. 




live in underground cities 
after a giant meteor collided 
with the planet, making the 
planet's surface uninhabit¬ 
able. Salto is one such city, 
under the rule of the evil 
Delavar. In an attempt to 
gain absolute power of the 
world, he created a time 
machine in order to send a 
group of soldiers to mediae¬ 
val England, to steal King 
Arthur's magical sword 
Excalibur so that Delavar may 
use its magical powers. 
Delavar's men storm 
Camelot, killing most of 
Arthur's men before taking 
the sword and escaping back 
to the future. Arthur's faith- 


Release : Out Now 
Company: Telstar 
Price : £44.99 
Players : 1 
Genre : Adventure 




ful wizard Merlin devises a 
plan which will send someone 
into the future to retrieve the 
sword and save not only 
England, but the down¬ 
trodden people of Salto. 

As Merlin's niece Beth, 
your task is to travel 
over a thousand years 
into the future 
and retrieve the 
sword. Armed 
only with your 
trusty blade 
and a little 
magic, you 

alone have to take on 
the might of Salto's 
armies. Did you get 
the wrong end of the 
crappy stick or what? 

Excalibur 2555AD then, is a 
3D adventure game with a 
female central character, so 
let's get all the Tomb Raider 
comparisons out of the way 
now, and get onto other 
things. Yes, you control a 
gutsy female hero who does¬ 


n't have any problem getting 
into and out of fights. Yes, 
you view the action from the 
behind the character as you 
walk and run through 
various levels filled with 
intricate levels. Yes the 
graphics are gorgeous. 
But from there the 
games are completely 
different. Excalibur 
2555AD has no jump¬ 
ing whatsoever and you 
won't find yourself run¬ 
ning around with two 
guns blazing. What it 
is though is a fast 
moving game 
which will have 
you solving puz¬ 
zles, talking to 
various odd 
characters 
and explor¬ 
ing some 
great looking levels. Each of 
the games 12 levels involves 
you having to solve puzzles 
which relate not only to sim¬ 
ply picking up objects and 
placing them elsewhere, but 



interacting with the various 
inhabitants of Salto as well. 
Plenty of them will either 
give you information or try 
and fight you, but the really 
important ones are the ones 
you can talk to. You'll meet a 
lot of people on your quest 
who need a helping hand, 
from alcoholics who can be 
bribed with a bottle of booze 
to freedom fighters wanting 
to overthrow Delavar's reign. 
The conversations them¬ 
selves are one way affairs, 
which keeps things short and 
to the point and thus speeds 
up the pace of the game no 



end. The puzzles are easy to 
begin with and simply involve 
getting characters the 
objects that they require, but 
they soon get more and more 
complicated. Some problems 
can only be solved by the use 
of magic, which requires Beth 
to first find a spell recipe and 
then combine the relevant 
ingredients. This gives her 
the power to destroy objects, 
enchant enemies and open 
doors, and adds another level 
to the game. 

Graphically the game is a 
treat, with Beth moving very 
smoothly and swiftly around 
the levels, which makes a dif¬ 
ference from the plodding 
feeling you get with most 
adventure games. The most 
noticeable quality of the 
graphics is the widespread 
use of light sourcing. While 
there are a lot of murky 
rooms, the use of coloured 
lights means that you can see 
what you're doing but the 
dingy atmosphere is retained 
as Beth dashes through them. 
There are two ways you can 
watch Beth's quest, an over 
the shoulder viewpoint or a 
multiple camera one. The 
multiple cameras offer a 
more cinematic view, but 
prove confusing when you're 
trying to fight an enemy. 


SWOH 


This might be an adventure, 
but there's plenty of fighting 
to do once you get into the 
dungeons. Combat is entered 
by activating Beth's fighting 
stance. Once this is done, the 
buttons on the control pad 
change their functions to 






































It s mull ms mu ms. _ 

While most of your time will be taken up with helping peo¬ 
ple out in order to progress through the world of Salto, it's 
not all about having conversations. Excalibur 2555AD also 
has more than it's fair share of rough and tumble action, 
since there are an awful lot of folks out there who would like 
to do nothing more than kick you back to the middle ages. 
Here's just a few of those nasty chappies. 


MAB MICK 

Seemingly indestructible, 
this crazed ginger Scotsman 
launches into a frenzied 
attack as soon as you get 
near him. Don't try and 
fight him, run away fast. 


KAUKHIEHT 

Delavar's soldiers are armed 
with huge energy rifles. 
They will shoot you or try 
and smack you with them, 
either way they are very 
fast and deadly. 


! Opinion Excalibur 2555AD follows the example set by Tomb Raider in 
| as it manages to make an adventure game which looks and plays so well 
| that it will attract players who might not necessarily be fans of the genre, 
i The puzzles start off easily, which will allow novices to ease into the game i 
i before the difficulty starts getting turned up to a very hard level indeed. 

{ But while the puzzles do get numerous and complex they are never 
| illogical or stupidly hard, in the way games like Discworld were. It would 
i have been nice if you could have saved your game in the middle of a level 
I instead of using passwords that only bring you back at the start of them, ! 

j but other than that, this is a fast and fun adventure game with a great deal j 
[ to recommend it. DB 

i_i 


SECURITY ROBOT 

These ED-209 look a likes 
are so tough your only real 
hope is using a special move 
to destroy them - that's if 
you can find out what they 
are of course. 


pie of special moves by 
pressing combinations of 
buttons which might be slow 
to perform, but will do a lot 
of damage to your opponent. 
The combat begins by being 
very easy and only a matter 
of timing your blocks before 
getting as many hits in as 
possible, but as the game 
progresses you'd better be 
fast with your fingers 
because you'll have to get 
your blocks and attacks 
timed perfectly to get past 
some of the tougher enemies 
in one piece. 

As an adventure game. 


Excalibur 2555AD might be 
initially a little too simple for 
the real hard-core fan, but 
the later levels offer a real 
challenge. Newcomers to the 
genre will find themselves 
being gently eased into the 
quest, and the fighting sec¬ 
tions will keep them satisfied 
in terms of action. If there is 
any real problem with the 
game it's that you can't save 
your game. There are pass¬ 
words which will let you 
restart at the beginning of a 
particular stage, but frustra¬ 
tion can set in if you die near 
the end of a rather long level 
and have to do it all over 
again. This, however is a 
minor niggle and shouldn't 
detract from what is one of 
the better adventure games 
on the PlayStation. 


mcmsTERS 

These two 'businessmen' do 
not like the fact that you 
have interrupted their card 
game. Blocking is essential 
since these guys constantly 
fire at you. 


become attack commands. 
You have a choice of three 
sword slashes which gain 
power the longer the rele¬ 
vant button is held down, as 
well as a very handy block 
which will protect you from 
all sorts of attacks. As well as 
this you have access to a cou- 


(below)Beth 

TAKES ON AN 
ENERGY BOLT, 
SHOOTING 
SECURITY 
ROBOT WITH 
ONLY HER 
TRUSTY BLADE. 

Her spinning 

BLADE SPECIAL 
MOVE MAKES 
SHORT WORK 
OF IT! 
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W1V5FD 
0171-434-0755 
0171-434-0766 
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Games Addiction 
Treatment Centre 

We Buy sell Exchange 

'He a* a*cct Pne - owned 
Lowest Prices ! 
Import specialist 


LXj 1.13. 

A Cure is out there 




TRADE IN YOUR OLD CONSOLES 
+ CASH FOR A NEW ONE! 


ij PLAYSTATION SEGA SATURN t NINTENDO 64 
% SUPER NINTENDO v GAMEBOY, t MEGADRIVE 


SWAP GAMES FROM £7.00 inc postage 


CONSOLE EXCHANGE 

25, GRElG STREET, INVERNESS, iV3 5PX 


TEL/FAX 

MOBILE 


01463 221173 
03744 95958 



Unlock the potential of the Playstation 

Most Playstation owners cannot connect to stereo Hi-Fi 
equipment because the TV adaptor attaches to the back of 
the Playstation. Now these special cables allow both the 
LEFT and RIGHT audio ports to be used whilst the TV 
adaptor is in use. 

Connect your 
Playstation to 
stereo sound 

2 special cables to allow 
connection of standard Hi-Fi leads to 
your Playstation for only £4.99 
inc. P+P and VAT. 



Send cheque or postal order payable to 
at PO Box 719, 

Garstang, PR3 06F 
Enquiries: 01865 726020 


ALL PLAYSTATION GAMES 

a.00!!! 

TO EXCHANGE A GAME: 

1. SEN? YOUR GAMES TO THE ADDRESS 
S£L0U' 

2. ENCLOSE A LIST Of GAME.S YOU WSH TO 
DECEIVE IN RETURN 

l ENCLOSE CHEQUE FOR £6-00 PER GAME 
+ £IS0 PW 

GAMES ARE EXCHANGE0 IN ACCORDANCE 
WITH OUR TERMS Of TRADING 

“EXCHANGE ZONE 99 
QS FAiKBV MAD 
IFF, LONDON $£12 9JP 
om-mi-ww OK 0K&-SM211 



VIDEO GAME CENTRE 

WE STOCK:- PLAYSTATION, SATURN, 3D0, 32X, JAGUAR, SNES, 
MEGADRIVE, S. FAMICOM, GAMEBOY, LYNX, GAMEGEAR, NEO GEO (CD), NINTENDO 64. 


PLAYSTATION 

Porsche Challenge 
Micro Machines V3 
Mechwarrior 2 
Total NBA '97 
Exhumed 
Hexen 

Little Big Adventure 
Contra 

Street Fighter Alpha 2 
Ray man 
Zero Divide 
Warhawk 
Supersonic Racers 
Re-Loaded 


UK 

£34.99 

£44.99 

£39.99 

£34.99 

£39.99 

£34.99 

£39.99 

£39.99 

£39.99 

£29.99 

£14.99 

£19.99 

£19.99 

£24.99 


True Pinball £14.99 Alien Trilogy (USA) £14.99 

Soul Blade CALL Galaxian 3 (JAP) £9.99 

PLAYSTATION IMPORTS +100s MORE IN STOCK 

Vandal Hearts (USA) £59.99 
Need for Speed 2 (USA)£59.99 
Dracula X (JAP) £69.99 

Megaman Racing (JAP) £59.99 
Macross V.F.X (JAP) £49.99 
Choro Q2 (JAP) £49.99 

Sangoku Mousou (JAP) £69.99 
Race Racer (JAP) £69.99 

Megaman 8 (USA) £49.99 
Independence Day (USA) 

£39.99 

The Craw (USA) £39.99 

Tekken (USA) £49.99 

Bushido Blade(JAP) £69.99 


+ WE HAVE LOADS MORE GAMES IN STOCK 
1ST CLASS POST ■ FREE! 888 WIMB0RNE ROAD, BOURNEMOUTH BH9 2DR 


























































irst person 
P J perspective 
% jr 'shoot'em ups' 
—have been flood¬ 
ing the market for some time 
now, but an adventure game 
using this view point must 
count as a pretty rare beast. 
Sentient is one such creature 
and with this game Psygnosis 
have set out to mix elements 
of several different genres: 
role playing; simulation and 
puzzle solving. Additionally 
there are complex characters 
to interact with, a large play¬ 
ing area, non linear plot line, 
random developments and a 
system of challenges and 
rewards. From this list of 
features it would seem that 
Sentient is an adventure fan's 
dream come true. 

The space station setting is 
made up of 12 decks and 
mazes of corridors link up 200 
locations. A strange room 
numbering system, which 
takes some time to get to 
grips with, combined with the 
fact no maps are available, 
means to begin with the 
player will feel lost without 
any idea of what to do next. 


the key to progression is to 
chat with everyone who 
crops up and with 62 other 
characters to interact with, 
there's a massive amount of 
information to catch up with, 
although making conversa¬ 
tion isn't that simple. Five 
menu prompts allow you to 
ask a question, make a state¬ 
ment, give a command, give 
an object and offer a parting 


Release : May 
Company: Psygnosis 
Price : £44.95 
Players : 1 
Genre : Adventure 


On A SPACE 
STATION THAT 
ORBITS A SUN 
THE CAPTAIN 
HAS CONE 
MISSING, 
THERE'S 
MUTINY, A 
STRANGER 
TURNS UP WHO 
IS AT RISK, THE 
CENTRAL 
COMPUTER 
HAS BEEN 
RECEIVING 
STRANGE 
MESSAGES 
AND THE 
STRUCTURE 
LOOKS TO BE 
DOOMED. 



Opinion Just trying to create a first person perspective adventure on 
the PlayStation was an ambitious project, but with Sentient , Psygnosis have 
also attempted to build a world that exists independently of the player. 
Some will be turned off by this approach, but if you're willing to persevere. 
Sentient provides an adventuring challenge with plenty of depth. JM 


Above all else 
Sentient is a 

CONFUSING 
CAME TO PLAY. 

However, 

THOSE WHO ARE 
STARVED OF 
ADVENTURE 
GAMES ON THE 
PlayStation 
WILL ENJOY THE 
SIZE OF 

THE CHALLENGE. 



remark. Selecting one of 
these brings up a set of sub 
menus so that a sentence 
containing details of loca¬ 
tions, objects and names can 
be put together. Just working 
out how to introduce yourself 
to another crew member is a 
complicated procedure and 
then there is the ability to 
change facial expressions for 
you to master. 

Other methods of control 
also present a challenge. 
Investigating rooms should be 
straightforward, but the 
usually simple point and click 
method has been made cum¬ 
bersome and annoying. Often 
crucial items have been placed 
in obscure places that are out 
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of sight unless the up and 
down views are used to thor¬ 
oughly examine every loca¬ 
tion. Making use of some¬ 
thing that has finally been dis¬ 
covered is equally tricky. 


JjOOKS 


Visually Sentient is quite 
similar to Kileak The Blood 
where the graphics serve a 
purpose and are quite clearly 
designed without ever look¬ 
ing inspiring. But with an 
adventure game the progres¬ 
sion of the storyline is more 
important than appearances. 
In Sentient there are six major 
plots and several secondary 
situations to work through. 
Therefore trying to solve 
these mysteries and tie 
together the answers will 
take an age to complete. 

aHB»« 

Graphics ; 82 
Animation : 80 
Sound FX : 70 

. Music; 70 

Lastability ; 7.3 
Playability: 70 
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rigin's Wing 
Commander 
I : ^ir series , which 
first hit the 

shelves in the mid eighties, 
has become more like an 
institution than a piece of 
software. The first two 
episodes were fairly straight¬ 
forward productions, by 
todays standards, with rough 
graphical sequences inter¬ 
spersed by space ship dog 
fights that never really broke 
new ground. Part three of the 


Release : May 
Company : EA 
Price : £44.95 
Players : 1 

Genre : Shoot'em up 


series then started to make 
use of FMV cuts to add a 
more realistic dimension to 
the plot, but with part four, 
the movie aspect of the game 
entered a new dimension. 

Big pictures with budgets 
which can support third 
world countries for several 
years have been with us for 
some time now, but in the 
video games industry Wing 
Commander IV's costs were 
unheard of. Instead of going 
for live action laid over the 
top of computer generated 
scenes, armies of set design¬ 
ers were employed to create 
an authentic Hollywood epic 
feel with action filmed on 
proper 35mm stock. These 
luxuries led to an enormous 



budget of $10 million, which 
make it the most expensive 
game to date. 

A software title that is 
taken as seriously as a major 
sci-fi flick has to be good 
news for game players, you 
might think, unless of course 


all the money had been 
spent on packaging rather 
than the content. 


faking off from the conclu¬ 
sion of Wing Commander III, 
in which the Kilrathi were 
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totally wiped out, Terrans 
now live in a time of uneasy 
peace. Civil wars and unrest 
are breaking out on the home 
front and consequently the 
Confederation has recalled 
Colonel Blair to try and sta¬ 
bilise the situation. 

In the aftermath of a war 
that took in the entire Galaxy, 
major players are now 
greedily using the atmos¬ 
phere of uncertainty to pro¬ 
mote their plans for power. 
Blair must determine how, or 
indeed if, the Confederacy 
should be saved. 

This story may give the 
impression that Wing 
Commander IV is a truly inter¬ 
active experience, with an 
open ended plot, but the 
truth is most of the game is 
very linear. Huge and lavish 
full motion video sequences, 
which go on for about five 
minutes at a time, usually ask 
for one or two decisions, and 
even then the choice of 
responses are limited. 

For instance, at the begin¬ 
ning of the game, the player 
comes across an ex military 
fellow who has become a 
vagabond. It's possible to 
help the man out, or straight¬ 
en him out on the facts of 
life. But reels of expensively 
shot footage pass before the 
eyes without much input 



cover the whereabouts of 
secret bases, and even flying 
around taking 'recon' shots 
of space stations. 

They all share a rough qual¬ 
ity that is in complete con¬ 
trast to the movie footage. 
Heads Up Displays are basic 
and dull, looking like the 
information is being fed to 
the PlayStation via a BBC 
Micro. Much of the screen is 
taken up with this informa¬ 
tion so no matter what's 
being viewed, everything 
looks dated. Other camera 
angles are available, but 



commands, matching speed 
of enemy, messages and 
instructions for wingmen, 
various camera angles and 
even the ability to taunt your 
foe. Remembering which but¬ 
ton or combination to use is 
not that tricky, but the game 
suffers with delayed reac¬ 
tions, jerky movement and 
occasional pauses whilst the 
PlayStation gears its self up 
for insubstantial explosions. 

Spread across four discs. 
Wing Commander pushes 
video on the PlayStation to a 
new level, and there are plen- 



mumtum _ 

For those with more than a passing interest 
in the silver screen. Wing Commander IV 
serves as an update to the 'Where Are They 
Now files'. If you haven't heard much about 
a film star who have made some decent 
movies in their time, yet failed to really hit 
the big time, chances are they've found their 
way into this game. Think this might be an 
exaggeration? May be, but just check out 
the following faces making an appearance 
and consider there are about another half 
dozen more 'celebs'. 

MARK HAMIll. 

Star Wars trilogy , 

Slipstream and lately 

THE VOICE OF THE JOKER IN 
THE ANIMATED SERIES OF 

Batman. Never really taken 

TO BY AUDIENCES, MARK IS 
CURRENTLY CUTTING HIMSELF 
OUT A RESPECTABLE CAREER 
ASA CARTOONIST. 

JOHHRHYS-DMS. 

Mr Rhys-Davies struck cold 
with Indiana Jones but soon 

AFTERWARDS HE SEEMED TO 
HAVE LOST HIS MINING PERMIT. 

An appearance in Sliders 

MAY GIVE HIM A SECOND BITE 
AT THE CHERRY, BUT IT'S NOT 
WORTH A BET. 



a TOM WIISOH. 

Back To The Future (all 
three) AS Biff , and since 

THEN, PROBABLY SOME CHEAP 
PILOTS FOR TV THAT NEVER GOT 
OFF THE GROUND. OFFERS FOR 
WORK ARE UNDERSTANDABLY 
RARE WHEN YOU SEE HIS NAME IN 
GAME PERFORMANCE. 



MAICOIM MCOOWUl. 

Clockwork Orange , Blue 
Thunder, Star Trek 
Generations. From the rest 

OF THE CAST THIS ACTOR'S 
APPEARANCE IS QUITE A 

mystery. Probably tempted 

BY HIS AGENT WITH THE IDEA 
COMPUTERS ARE AN IMPORTANT 
NEW MEDIA. 


required. Decisions taken 
have a limited effect on the 
way the game plays and don't 
make any difference to the 
story line in general. If you 
mess things up whilst saving 
a game and need to go back 
through these scenes, the 
good news is that all the FMV 
can be skipped. 



What all this live action even¬ 
tually leads to is various 
space battles. Some of the 
missions are very straight for¬ 
ward and simply involve 
shooting down pirates. 
Others call for escort duties, 
tailing of enemy craft to dis- 


flying without a HUD is just 
not feasible. 

The graphics for the space 
ships aren't much better. 
Unless targets are huge, they 
appear as grey smudges from 
a distance. When you do get 
close enough for a better 
view they tend to wizz past 
so quickly it's impossible to 
notice how much detail has 
been included. Large objects 
are easier to make out, 
although they suffer from a 
grainy texture and lack seri¬ 
ous light sourcing, so there's 
not much of a three dimen¬ 
sional feel. 

Control is complex, allow¬ 
ing for rolling, auto pilot, 
ejection, various targeting 


i-- 

! Opinion Apparently Wing Commander creator Chris Roberts has 
j aspirations to become a big time Hollywood director, and cinematic qual- ! 
| ity appears to suggest he would be well suited to this role. My question j 

! is, why then is he making games. Wing Commander I Vis like an epic film 
i production with a game tacked on as an after thought. It is as if everyone 
! forgot what medium they were working in and then tried to make up for 
{ the indiscretion a week before the release date. Full motion video is 
| incredible, especially the competent acting and accuracy of lip sync, 
i However, if that's what you're seeking entertainment wise, go buy a 


i video instead. JM 

i_i 


ty of missions to fly. The only 
thing is the quality of the 
game itself being so poor 
that it's unlikely anyone 
would want to try and reach 
the levels on disc two, let 
alone sit things out until the 
game finally concludes. 


. Graphics: BO, 

Animation: 75 

. Sound FX: 6 7 

. Music.: 80 

Lastability : 56 
Playability : 44 
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THERE’S 
A CHARITY THAT 
WANTS MORE PEOPLE 
TO SUFFER 
LIKE THIS. 


YOU SHOULD BE AWARE THAT SONY HAVE INFLICTED THEIR NEW SAMPLER ON AN UNSUSPECTING PUBLIC. 

POWER SOURCE CONTAINS: TOMB RAIDER, PORSCHE CHALLENGE, MONSTER TRUCKS 2 AND DESTRUCTION DERBY 2. 

YES, YOUR THUMBS WILL HURT, YOUR BRAIN WILL HURT, BUT YOUR SOUL WILL BE PURE. ALL PROCEEDS GO TO THE PRINCE’S TRUST. 


PlayStation 


YEARS HELPING YOUNG 
PEOPLE TO SUCCEED 


” and "PlayStation” are trademarks of Sony Computer Entertainment Inc. 







(BELOW LEFT) 

While it can 

BE DIFFICULT 
TO SPOT 
EXACTLY 
WHERE THE 
PUCK IS, ONCE 
YOU HAVE IT 
THE ICON 
PASSING 
SYSTEM 
MAKES IT EASY 
TO SEND IT 
WHERE YOU 
WANT IT TO 
GO. 




TO ME, TOME. 
NHL Face Off '97 
doesn't look pretty but 
it certainly moves fast. 
This can make passing a 
little bit tricky when 
you need to find exactly 
the right player as 
you're skating flat out. 
To help you out, there's 
a handy feature which 
means you'll never pass 
it to the wrong team¬ 
mate again. By holding 
down the L2 button, 
icons light up under 
them which relate to 
your joypad buttons. 
Simply press the button 
for the player you want 
and he'll get the puck. 

Easy eh? 


orth America 
has got the 
right idea. 
Instead of playing 
hockey on grass, they put 
their ice skates on and turn it 
into a fast and vicious sport, 
which is ideal for making into 
a video game. And so we have 
NHL Face Off '97, which 
offers the player so many 
extras you wonder if you're 
ever going to play 
the game itself. 
Obviously you can 
set the in-game 
rules so you can 
play either a fair or 
unfair game with 
as many fights, 
penalties and 
injuries as you like. 
This is nothing 
compared to the 
depth in the play¬ 
ers and statistics 
screens. You not 
only have the play¬ 
ers for each and 
every team, but 
you can trade 
them to different 
teams or even 
create your own 
player if you wish. 

You can feasibly 
create your own team to take 
on the rest of the league. 
There are enough statistics 
measured during a season to 
keep any hockey trainspotter 
happy for a long time. 

With all the work that's 
gone into the options and 
background information you 


Release : Out Now 
Company : SCEE 
Price : £34.99 
Players : 1 -8 
Genre : Sport Sim 


There are 
FOUR 
DIFFERENT 
VIEWPOINTS 
TO WATCH THE 
ACTION FROM. 

Sadly the 

SIDE VIEW IS 
THE ONLY ONE 
WHICH REALLY 
WORKS. 
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Opinion This game may have many great features but the rest of 
the game is sadly quite average. The graphics aren't anything special and 
the size of the sprites, combined with the poor camera views, mean it is 
both unpleasant to look at and hard to work out what is going on. Add to 
this the unintuitive controls (although the icon passing system is a bril¬ 
liant idea) and you have a game which doesn't really keep you interest¬ 
ed. You might have a fun half hour with this game, but that's about all 


i you will have. DB i 

1_i 



would think the game would 
be something special, but 
sadly this is not the case. 
From the moment you see 
the players hit the ice you 
know you're in for some trou¬ 
ble because they look very 
ropey indeed. The players are 
all sprites, which might have 
been acceptable in the days 
of 16-bit, but now they just 
look shoddy, when every 
other sports game has a 
decent polygon count. They 
do move quickly but not 
smoothly enough. Fine, you 
say but gameplay is what 
matters. Yes it most certainly 


does, but NHL Faceoff '97 is 
also lacking in this area. The 
controls aren't intuitive 
enough, which is fatal when 
you're playing a sports simu¬ 
lation. And the matches 
themselves are desperately 
dull, since it can be hard to 
tell what's going on and 
selecting players isn't as sim 
pie as it could be. 

On the whole this is a 
classic, missed opportunity. 
When the gameplay can be 
overshadowed by the front 
end, you know something's 
definitely wrong. 


Graphics ;: .62 
Animation: 66 
Sound FX: 67 
Music :.70 
instability: 60 
Playability : 63 
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With the first version the 
thing that instantly grabbed 
the attention was the incredi¬ 
bly glossy graphics and with 
Total NBA '97 Sony have 
actually managed to make 
substantial improvements. 
More polygons are now used 
to create the players, giving a 
shockingly realistic look to 
the hoop stars. From a dis¬ 
tance individual heights 
appear to be faithful to those 
of their real life counter 
parts, and when the view is 
up close even the faces look 
familiar. This is because the 
programming team went to 
the trouble of digitising 348 
real NBA players and then 
textured mapped all of the 
details onto the characters. 
The only feature that seems 
to have been over looked is 
Denis Rodman's ever chang¬ 
ing hair colour. A couple of 
the big stars are not included 
by name, for instance Michael 
Jordan orShaquille O'Neal 
and this is due to the affilia¬ 
tion deals Yanks seem to love. 

Lattrell Spreewell, a well 
respected Guard for the 
Western Division Golden 
State Warriors, has been fully 
motion captured and used as 
a model for all the players. 
This improved method also 
makes the moves much more 
comprehensive than in Total 
NBA '96 and at times it feels 
as if you are watching a real 
game on television. 
Characters have been cap¬ 
tured moving at various 
speed, they swing their arms 
as they wait to see if they've 
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ne year ago 
/ when Total 
NBA '96 was 
released, Sony UK 
were noticeably excited as 
the product represented the 
first game to be designed in 
house. The fact that this was 
such an important step, espe¬ 
cially in terms of company 
prestige, meant that a great 
deal of time and effort went 
into making the game 



Release : Out Now 
Company : Sony 
Price : £34.99 
Players: 1 -8 
Genre : Sports Sim 
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extremely polished and 
crammed full of options. So 
considering the amount of 
work that went into the origi¬ 
nal title, it is not surprising 
that when Total NBA '97 first 
got off the ground it was 
decided that much of the feel 
of the original game should 
be included. That's not to say 
that Sony have sat back and 
gone for small tweaks 
because the list of improve¬ 
ments, on paper at least, 
looks very impressive indeed. 
But the question is, do these 
new changes add up to 
enough improvements to 
warrant a second innings of 
this sports sim? 


COURT IN THI ACT 

As well as offering six dif¬ 
ferent in game camera 
angles. Total NBA '97 has an 
additional free camera that 
can be accessed in replay 
mode. This option literally 
allows any view you care to 
think of and is absolutely 
perfect for those really 
spectacular shots that just 
have to be seen again and 
again. But be warned: in 
multi player mode over use 
of this feature will lead to 
much frustration amongst 
your opponents and possi¬ 
bly a bit of violence. 





















scored a field goal and can 
pull off flashy special tricks. 
Occasionally players manage 
to ghost through each other, 
but otherwise the animation 
quality is high with detailed, 
smooth and fast graphics. 



Control-wise passes are sim¬ 
ple and an additional icon 
system means that the ball 
can be fed to a choice of 
players. Press one of the 
shoulder buttons and makers 
appear above players corre¬ 
sponding to the four pad 
keys. This makes it possible 
to pass to players that have 
found space and they can 
then cut through defensive 
lines. New dunks, lay-ups and 
alley-oops, can be made and 
one key has been set aside to 




cross the ball between the 
player's legs or round their 
backs, making the it harder 
for the opposition to steal. 

In case all these possible 
actions get too confusing, 
Sony have thoughtfully includ¬ 
ed an optional on-screen 
reminder of which key does 
what. This makes life slightly 
easier for the real beginner, 
but to be honest with a game 
or two under the belt, control 
comes naturally. Generally 
speaking, a game that is sim¬ 
ple to get to grips with 
deserves much praise, but in 
this particular case increasing 
the level of difficulty required 
to pull off moves might have 
proved to be a bit more inter¬ 
esting. As it is, more able 
game players will quickly work 
out howto and then feel a lit- 
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tie short changed by the 
games challenge. 

The small size of basketball 
courts has meant that for 
some time now stadiums 
have looked fantastic and 
here Total NBA '97 really 
shines. Even more wax, or 
what ever it is that they use 
to coat these floors, has been 
applied. Lighting is dazzling- 
ly, the 3D setting is rock solid 
without any sign of joins and 
close attention has been paid 
to detail. Commentary is now 
a full blown, play by play 
affair and echoes satisfyingly 
around the stadium. Names 
and moves are called out and 
each has been recorded in 
several stages of excitement. 
Other sounds such as the roar 
of the crowd, squeaking of 
sneakers, grunts of athletes 
and the effect as the ball 
drops through the net are 
spot on. To match the dope 
(cool/hip) status of basket¬ 
ball, tunes between matches 
are mixtures of funk and 
break beat. 


wuLumm 

Hardened basketball fans 
are now given the option of 
creating a star from scratch 
so that they can play along¬ 
side their idols. Name, 
weight, height, looks, col¬ 
lege, number and a huge 
amount of abilities are all 
user definable. Here's a 
short, beer swilling games 
reviewer I made earlier. 



i-] 

! Opinion Total NBA '97 is a marked improvement on a pretty decent 
| original and most will marvel at the quality of graphics and amazingly slick 
[ game play. Options are comprehensive to say the least, and the ability to 
1 customise teams and build new players are more than just gimmicks. In 
! short, Sony's claims about improvements are quite correct, but still this 
! game won't be to everyone's tastes. The problem is that most will quickly 
j become bored with the nature of the game; Basketball is one of those 
1 sports that when translated faithfully to a video game it seems to lack long j 
! term appeal. Having said that, those that know the difference between a i 


j Tomahawk Jam and a Windmill Slam will probably jump for joy. JM 

!_1 


Statistic 


If it is possible to produce 
too much detail. Total NBA 
'97 manages it. Not that 
pages of complex statistics 
actually get in the way of the 
playing, in fact devotees of 
the sport will probably turn 
all weak at the knees, but the 
only thing that is missing 
here are inside leg measure¬ 
ments. This fact characterises 







the nature of the game in 
that Sony have really gone 
for full-on realism, which will 
suit some tastes very nicely 
thank you. On the other hand 
those after more out and out 
excitement or a bit of variety 
will probably be switched off 
by this style. Many sports 
suffer from the same trait, 
but even those that at first 
look dull can turn out to be 
quite absorbing. 

Access to multi taps should 
increase playability and even 
in two player mode it's fun 
for a while. Everything looks 
very tasty but ultimately if 
you're not totally excited by 
running backwards and for¬ 
wards across a small court, 
frequently scoring in a limit¬ 
ed number of ways, it would 
be wise to sit this one out. 
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. Graphics: 92 

Animation: 90 
Sound FXzQS 
Music.:. 83 
Lastability: 80 
Playabilityz 89 
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Stormtroopers. This is all 
accompanied by some fan¬ 
tastic music from the films 
which really improves the 
atmosphere no end. 

However, the experience 
is spoiled by the same prob¬ 
lems that plagued the original 
Rebel Assault. The graphics 
are all sprites laid over FMV 
or rendered footage. The 
end result is completely on 
rails which means you have 
no real freedom of move¬ 
ment giving the adventure 
the same feel every time you 
play it. 

The game does look 
fantastic, but even hardcore 
Star Wars fans will have 
trouble playing all the way 
through it twice without 
getting bored. 

Even the playability is 
flawed, which is evident 
when your ship drifts uncon¬ 
trollably across screen, and 
when camera angle changes 
make you crash when it's not 
your fault. And it's virtually 
impossible to hit targets if 
you take the outside view in 
the spacecraft levels. Most 


Negotiating 

THIS ASTEROID 
FIELD IS THE 
LEAST OF THIS 
X-WING PILOTS 
worries. It's 
THE MINES 
YOU HAVE TO 
SHOOT THAT 
CAUSE YOU 
REAL TROUBLE 
IN THIS 
STARBLADE - 
STYLE CAME. 





Thanks to 

RENDERED 
GRAPHICS 
STREAMED 
STRAIGHT 
FROM CD, 
Rebel 
Assault ii 

HAS SOME 
AMAZING 
GRAPHICS, 
BUT SADLY 
LITTLE 
CONTROL. 



f you hadn't 
noticed, 

s' interest in all 
things Star Wars is 
running extremely high at 
the moment, which might 
go some way to explaining 
the timely release of 
Rebel Assault II; a conversion 
of the PC/Mac Star Wars 
game which was released a 
couple of years ago. 

You follow the adventures 
of Rebel pilot Rookie One, 
as he tries to foil the 
latest scheme being 
perpetrated by the evil 
Empire. Put simply, it's 
a form of interactive 
movie with the fifteen 
levels being linked by FMV 
footage. You follow the story 
until the action begins, and 
then take control of Rookie 
One or whichever craft he's 
piloting. 

There are a number of 
vehicles to fly, including 


Release : Out Now 
Company : Lucasarts 
Price : £44.99 
Players: 1 

Genre : Shoot 'em up 



Op i n i O H What a crying shame. With Star Wars fever riding high at 
the moment, a really great game based on the trilogy would have really hit 
the spot. However, this certainly isn't it. The graphics might look nice, but 
there's no variety to them since they're just read straight off the CD. 

True, the PlayStation makes FMV look great, and the cutscenes are very 
well done, even if the dubbing is atrocious. But PlayStations are for play¬ 
ing games, they're not glorified video recorders. There is fun to be had 
here but it's short lived, and a game should really last longer than a few 
hours. There will be Star Wars fans who will want to buy this game what¬ 
ever the quality may be, but in all honesty you should rent or 
borrow it, but for pity's sake don't buy it. 

DB 


X-wings, a 
B-wing, TIE 
r fighters, a speed 
er bike and even a 
Millennium Falcon 
clone. There are also 
gunfight sections which 
are reminiscent of Time 
Crisis and involve having to 
dodge in and out of cover 
while firing at the enemy 



of the levels are pitifully 
short, causing you to finish 
with the game within a day or 
two unless you are an 
extremely poor player. 

It is a real pity all this 
gorgeous presentation could 
not have been backed up by 
some depth and playability, 
because all you have here is a 
flash in the pan. 


Graphics: 84. / MM jm' 

Animation : 70 
So u n d FX : 8 8 

Music : 92 \ 

Lastability : 28 
Playability: 63 
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TAKI , BELOW 
IS ONE OF THE 
BEST FIGHTERS 
IN THE GAME 
THANKS TO 
HER BLINDING 
SPEED AND 
ACROBATIC 

moves. Chun 

Li WITH A 
KNIFE PER¬ 
HAPS? 


Soul t 


a 

Nar 


For those who may not 
have heard of Soul 
Blade/Edge before (and 
where have you been?) 
it involves a group of ten 
characters, armed with a 
variety of weapons who 
are in a fighting tourna¬ 
ment to win the 
ultimate prize of the 
Soul Blade, a powerful 
pair of mystical swords. 

This is the plot of the 
arcade game mode, but 
the Edge Master mode 
offers you the chance to 
travel the world gaining 
new weapons from 
your opponents, an 
innovative feature 
which adds great depth 
to the game. 


ell it's Soul 
Edge , but not 
as we know it. 
Namco's superla¬ 
tive ' Tekken with weapons' 
beat-em-up arrives with a 
new name (for some obscure 
legal reasons) and a sense of 
apprehension from a nation 
of gamers: has the 
speed suffered 
after the PAL con¬ 
version, will the 
borders be as bad 
as those in 
Descent 2? 
Thankfully the 
answer is no on 
both counts. 

There are borders, 
but they're not 
too large, and 
there's so much 
action on the 
screen that you 
won't really 
notice them 
anyway. 

The speed 
has been 
maintained 
nicely, and any 
drop can't be too 
easily spotted, in fact the 
only change that really 
stands out is that Li Long's 
nunchucks have been 
changed to a three sectioned 
staff. This is because images 
of nunchucks have been 
banned by the British cen¬ 
sors, but big swords and 
axes are fine! Go figure. 

This however doesn't 


Release: Out Now 
Company : SCEE 
Price : £44.99 
Players: 1-2 
Genre : Beat'em up 


The graphics 
in Soul 
Blade are 

OUTSTANDING, 
PARTICULARLY 
THE LIGHTING 
EFFECTS 
WHICH GIVE 

Tekken -style 

FLASHES WHEN 
ATTACKS MAKE 
CONTACT. 


Opinion The official UK release of Soul Blade has at last proved that 
very little compromise has to be made when it comes to releasing PAL 
versions of import games. While Soul Blade 's borders are evident, the 
speed is virtually the same, thus meaning that little is lost in this frantic 
fighting extravaganza. A true step forward in the fighting genre and an 
improvement on the arcade original thanks to the Team Battle, Survival, 
Practice and Edge Master modes. Soul Blade is an essential purchase for 
all you fight fans. DB 


detract from what is still a 
superb and incredibly 
fast fighting game 
which will glue your 
hands to the joypad for a 
very long time. Graphically, 
the characters might have 
less polygons than those in 
Tekken 2, but the detail level 
is much higher, making them 
look even better with the 
motion capture being just as 
smooth as before. But its the 
playability which Soul Blade 


excels in, with each of the 
characters having some truly 
amazing moves which are 
much easier to perform than 
in some other games and 
combined with the speed of 
the game, this makes for a 
totally intuitive and new 
fighting experience. Namco 
really are the masters at cre¬ 
ating these sorts of games, 
and yet again they have lived 
up to their reputation. A true 
classic, this is a highly recom¬ 
mended purchase. 


Graphics; 93 
Animation: 91 
Sound FX : 89 
Music : 90 
Lastability : 92 
Playability: 91 


















































u 70 Finance Deals 
All Official UK Products 
Lowest Software Prices 


9 


TOMB RAIDER 

34.99 


LEGACY OF KAIN 

32.99 


WIPEOUT 

17.99 


SYNDICATE WARS 

34.99 


RIDGE RACER 

17.99 


DIE HARD TRILOGY DARK FORCES 

35.99 29.99 


TEKKEN 

17.99 


PLAYSTATION 

GAMES 

• = NEW ITEM, xx% = REVIEW SCORE 

(TAP) = MULTIPLAYER VIA MULTITAP 
(LINK) = MULTIPLAYER VIA LINK CABLE, 
(ANL) = FEATURES ANALOGUE CONTROL 

10 PIN ALLEY .36.49 

2 EXTREME .29.99 

4-4-2* .34.99 

ACTUA GOLF 94% 33.99 

ACTUA SOCCER 94% .31.99 

AIR COMBAT 88% (ANL) .17.99 

ALIEN TRILOGY 94% 34.99 

ANDRETTI RACING 87% (LINK) .35.99 

AREA 51 (PLG) .31.99 

ATARI GREATEST HITS .27.99 

AYRTON SENNA KARTING (LINK) ...28.99 

BATMAN FOREVER COIN-OP .34.99 

BATTLE ARENA TOSHINDEN 89% ... 17.99 

BATTLE STATIONS •.36.99 

BLACK DAWN 84% .31.99 

BLAM! MACHINEHEAD .27.99 

BLAST CHAMBER (TAP) .17.99 

BLAZING DRAGONS .28.99 

BROKEN HELIX* .34.99 

BROKEN SWORD 90% .33.99 

BUBBLE BOBBLE 2 .26.99 

BUST A MOVE 2 90% 23.99 

CASTLEVANIA * 34.99 

CHRONICLES OF THE SWORD .33.99 

CITY OF THE LOST CHILDREN .37.49 

COMMAND & CONQUER 91% 33.99 

COOL BOARDERS 91%.33.99 

CRASH BANDICOOT 92% .37.99 

CRIME WAVE .34.99 

DARK FORCES .29.99 

DARK STALKERS 88% .25.99 

DESCENT 2 • .34.99 

DESTRUCTION DERBY (ANL, LINK) 17.99 
DESTRUCTION DERBY 2 91% (ANL) 36.99 
DIE HARD TRILOGY 93% (PLG) .35.99 


DISCWORLD 74%. 

DISRUPTOR 82% . 

DOOM 93% (LINK) . 

DRAGONHEART: FIRE & STEEL .. 

DUNGEON KEEPER . 

EPIDEMIC* . 

EXHUMED . 

FADE TO BLACK 90% . 

FIFA 97 (TAP) . 

FINAL DOOM (LINK) 90% . 

FIRO AND KLAWD 89%. 

FORMULA 1 94% (ANL, LINK) . 

GEX 76% . 

GOAL STORM* . 

GUNSHIP 2000 90% . 

HARDCORE 4X4. 

HEXEN . 

HI OCTANE 80% . 

INDEPENDENCE DAY . 

INT'L MOTO CROSS . 

INT’L SUPERSTAR SOCCER DLX .. 
INT'L SUPERSTAR SOCCER PRO • 
INT'L TRACK AND FIELD 85% (TAP) 

IRON & BLOOD 83% . 

JET RIDER 85% . 

JOHN MADDEN NFL 97 (TAP) 81% . 

JONAH LOMU RUGBY . 

KINGSFIELD 82% * . 

LEGACY OF KAIN 93% . 

LETHAL ENFORCERS *. 

LITTLE BIG ADVENTURE * . 

LOMAX IN LEMMING LAND . 

MAGIC THE GATHERING . 

MECHWARRIOR 2 90%. 

MICRO MACHINES 3 94% . 

MONSTER TRUCKS . 

MORTAL KOMBAT TRILOGY 92% 

MOTOR TOON 2 (LINK) 84% . 

MYST . 

NAMCO MUSEUM VOLUME 1 ... 

NAMCO MUSEUM VOLUME 2 ... 

NAMCO MUSEUM VOLUME 3 84% 
NAMCO TENNIS SMASH (TAP) ... 


.35.99 

.34.99 

.32.99 

.34.99 

.34.99 

.32.99 

.29.99 

.24.99 

.31.99 

.32.49 

.29.99 

.37.99 

.29.99 

.34.99 

.31.99 

.29.99 

.31.99 

.19.99 

.34.99 

.34.99 

.31.99 

34.99 

33.99 
.32.99 
,.29.99 
..33.99 
.34.99 
.29.99 
.32.99 
.34.99 
.35.99 
.34.99 
.34.99 
.32.99 
.34.99 
.33.99 
.29.99 
.33.99 
.33.99 
.34.99 
.32.49 

29.99 
.33.49 


NBA IN THE ZONE 2 92% .34.99 

NBA JAM EXTREME 85% .34.99 

NBA LIVE 97 (TAP) 90% 34.99 

NEED FOR SPEED 94% (ANL, LINK) 34.99 

NEED FOR SPEED 2 * .36.99 

NFL QUARTERBACK CLUB 97 (TAP) 29.99 

NHL 97 (TAP) 90% 31.99 

NHL FACE OFF 97* . 29.99 

ONSIDE SOCCER 85% .33.99 

PANDEMONIUM 92% 32.99 

PARODIUS *.34.99 

PETE SAMPRAS 

EXTREME TENNIS 90% (LINK, TAP) 32.99 

PGA TOUR GOLF 97 .29.99 

PLAYER MANAGER .36.99 

POWER MOVE 

PRO WRESTLING 86% .32.49 

PRO PINBALL 90% .29.99 

PROJECT OVERKILL 89% .34.99 

RE-LOADED.26.99 

REBEL ASSAULT 2 (PLG) .34.99 

RESIDENT EVIL 95% 35.99 

RIDGE RACER 93% (ANL) .17.99 

RIDGE RACER 

REVOLUTION 90% (ANL, LINK) .35.99 

ROAD RAGE .35.99 

..26.99 
..26.99 
..35.99 
..35.99 
..35.99 
...27.99 


TOMB RAIDER 95% .34.99 

TOP GUN.32.99 

TOTAL NBA (TAP) 93% .36.99 

TOTAL NBA 97 * .32.99 

TRANSPORT TYCOON DELUXE ...31.99 

TRIPLE PACK 

EXTREME SPORTS, BUBBLE BOBBLE, 

RAINBOW ISLAND 85%.44.99 

TUNNEL B1 80% .29.99 

TWIN PACK 
BUBBLE BOBBLE & 

RAINBOW ISLAND 85%. 23.99 

TWIN PACK 

RIDGE RACER & WORMS .36.99 

TWISTED METAL 

WORLD TOUR 90% . 

V-RALLY* . 

VANDAL HEARTS • .... 

VICTORY BOXING 85% . 

VIRTUAL POOL* 


...36.99 

...38.99 

...34.99 

...34.99 

...34.99 


ROAD RASH . 

ROBOTRON X 81% 

SIM CITY 2000 91% 

SOCCER 97 . 

SOVIET STRIKE 82% . 

SPOT GOES TO HOLLYWOOD 

STAR GLADIATOR 81%.27.99 

STREETFIGHTER ALPHA 2 94% .. .28.99 

STREETFIGHTER ALPHA 93% .29.99 

SUIKODEN .34.99 

SUPER PUZZLE FIGHTER 2 * 26.99 

SYNDICATE WARS .34.99 

TEKKEN 2 95%.38.99 

TEKKEN 95% .17.99 

THEME HOSPITAL .35.99 

TILT 89% .31.49 

TOBAL NO. 1 92%.34.49 


WILLIAMS ARCADE GREATEST 80%. 
CONTAINS DEFENDER, ROBOTRON, 
BUBBLES, JOUST, DEFENDER 2, 
SINISTAR AND PROGRAMMER 

INTERVIEWS .19.99 

WING COMMANDER 4 .36.99 

WIPEOUT 2097 (ANL, LINK) 93% .. .38.49 

WIPEOUT 94% (ANL, LINK) .17.99 

WORMS 92% .22.99 

WWF IN YOUR HOUSE .29.99 

X-COM: TERROR FROM THE DEEP 31.99 

X-FILES .34.99 

X2 (PROJECT X2).23.99 

PLAYSTATION SECRETS, 
STRATEGIES AND 

SOLUTIONS .15.99 

200 PAGES FILLED WITH 
PLAYING GUIDES, 500 
CHEATS AND CODES TO 
OVER 100 GAMES 


X2 (project x: 

c 

B 2 

y 



playstation deals 

All PlayStations come complete with one official 
controller and “Demo 1" CD, featuring playable 
^demos of Formula 1, Tekken 2, Crash 
Bandicoot, WipEout 2097 plus rolling demos of 
Monster Trucks and Destruction Derby 2. 

Playstation . 124.99 

r PLAYSTATION + ACTUA SOCCER .147.99 

PLAYSTATION + PANDEMONIUM .147.99 

PLAYSTATION + TOMB RAIDER .157.99 

PLAYSTATION + FORMULA ONE .161.99 

PLAYSTATION “FIRE” PACK .144.99 

Includes memory card and extra Logic 3 controller 

\ PLAYSTATION “BIG DEAL 2” .249.99 

1 INCLUDES: 

[ ✓ PlayStation with Demo CD 
\ ✓ Official controller 
I ✓Pandemonium ✓Tomb Raider 

✓ Actua Soccer ✓ Memory card 
[ ✓ Extra Logic 3 controller 

£24.99 deposit plus nine further monthly 
% v payments of £25 

Total price £249.99. APR0%. Save £49 on combined RRP. 
Offer subject to status. To apply for 0% finance please place your 
order by telephone on 01279 600204 or at one of our club shops. 

PLAYSTATION “GREATEST DEAL” 319.99 

INCLUDES: 

✓ PlayStation with Demo CD 

✓ Official controller 

✓ Tekken ✓Formula 1 

✓ Ridge Racer ✓ Die Hard Trilogy 

✓ Actua Soccer ✓ Memory card 
✓ Extra Logic 3 controller ✓ Predator light gun 

£31.99 deposit plus nine further monthly 
payments of £32 

Total price £319.99. APR0%. Save £55 on 
combined RRP. Offer subject to status. To apply 
for 0% finance please place your order by telephone 
B on 01279 600204 or at one of our club shops. 


j 0% FINANCE ALSO AVAILABLE ON SELECTED 
NINTENDO 64 AND SATURN DEALS - SAVE UPTO £179 






* W PLAYSTATION CONTROLLERS 

^ •* *V LOGIC 3 CONTROL STATION FOR PLAYSTATION ...14.99 
/ * 8 BUTTON CONTROLLER WITH EXTRA LONG CABLE 

OFFICIAL CONTROLLER FOR 
PLAYSTATION ... 22.49 

^ a SAITEK MEGAPAD 11 JOYPAD 

V v V FOR PLAYSTATION ... 13.99 

” ERGONOMIC HAND GRIP DESIGN, 

AUTOFIRE, 8 TURBOFIRE BUTTONS AND 
INSTANTANEOUS RESPONSE 
PREDATOR LIGHT GUN ... 21.99 
3 SPEED AUTOFIRE, AUTO RELOAD AND LED 
DISPLAY LIGHTS. COMPATIBLE WITH GAMES 
MARKED (PLG) 



G/ 

Cg&ir 



GAMESTER STEERING WHEEL 
,AND FOOTPEDALS . . .63.99 

ANALOGUE STEERING, BRAKE AND 
ACCELERATOR. 8 DIGITAL ACTION 
BUTTONS, COMPATIBLE WITH GAMES 
MARKED (ANL) _ 


WE STOCK 18 DIFFERENT 
CONTROLLERS - CALL 01279 600204 


MEMORY CARDS 



SCART Lead - PlayStation to SCART TV .9.49 

SCART Lead - Nintendo 64 to SCART TV .9.99 

CHOOSE A SCART TV FOR A PIXEL PERFECT PICTURE 


FIRE MEMORY CARD FOR PLAYSTATION . 

EXCELLENT BUDGET CARD, 15 SAVE SLOTS 

HIGH CAPACITY MEMORY CARD FOR 

# PLAYSTATION ... 26.99 

120 SAVE GAME SLOTS, 8 TIMES MORE THAN 
STANDARD MEMORY CARD 
SUPER HIGH CAPACITY MEMORY 
CARD FOR PLAYSTATION ... 37.99 
MASSIVE 360 SAVE GAME SLOTS, 

EQUAL TO 24 STANDARD CARDS 

OFFICIAL MEMORY CARD FOR PLAYSTATION .21.99 

" ALLOW FASTEST LOAD AND SAVE TIMES OF ANY CARD 

OTHER ACCESSORIES 

CD ROM REPAIR KIT .14.99 

CLEANS AND REPAIRS MINOR SCRATCHES ON ALL CD’s. THREE STAGE 
LIQUID REPAIR SYSTEM, SERVICES UP TO 30 CD's 

DUST COVER FOR PLAYSTATION .7.99 

LINK CABLE FOR PLAYSTATION .9.99 

CONNECT TWO MACHINES FOR HEAD-TO-HEAD GAMES MARKED (LINK) 

SCART LEAD - PLAYSTATION RGB TO TV .9.49 

ALLOWS HIGH QUALITY PIXEL PERFECT PICTURE 

SONY MULTI-TAP FOR PLAYSTATION .27.99 

PLUGS INTO CONTROLLER PORT ALLOWING UPTO 4 CONTROLLER TO BE 
CONNECTED TO ONE PORT, COMPATIBLE WITH GAMES MARKED (TAP) 

X-TENDER CABLE FOR PLAYSTATION .9.99 

EXTENDS CONTROLLER LEAD BY 1.5 METRES 


NINTENDO 64 “BIG DEAL” 
0% FINANCE ONLY 339.99 

INCLUDES: 

✓ Nintendo 64 + Controller 

✓ Extra Nintendo Controller 
✓ Super Mario 64 ✓ 1 MB Memory card 

£33.99 deposit plus nine further 
monthly payments of £34 
Total price £319.99. APR0%. Save £55 on 
combined RRP. Offer subject to status. To apply for 
0% finance please place your order by telephone on 
01279 600204 or at one of our club shops. 


SONY KV-14MI 14” 

REMOTE CONTROL TV ...169.99 
SONY KV-M14TI 14" FASTEXT 
REMOTE CONTROL TV ...219.99 

✓ 14" Black Trinitron tube 

✓ SCART input ✓ Front A/V inputs 

✓ Simple Menu ✓ Remote control 

✓ Loop aerial ✓ 1 button tuning 

✓ Tilt and swivel ✓ Widescreen mode 

✓ Teletext on KV-M14TI 


SONY KV-16WS1 NICAM 
16 WIDESCREEN TV ...399.99 

✓ 16” Super Trinitron tube 

✓ NICAM Stereo ✓ Widescreen 

✓ Remote control ✓ SCART input 

✓ Full range speakers ✓ Teletext 

✓ Games Button ✓ Sleep timer 

0% finance available on all Sony 
SCART TV’s. 10% deposit and 9 
monthly repayments subject to status. 
Call 01279 600204 to apply 


FREE 


Special 

Reserve 

Live (» kttp:// 

speciaLreserve.co.uk 


I 


Buy any one item from our entire 
catalogue at the same time as 
joining or renewing for a year or 
more and we’ll give you a choice of 
these fantastic gifts absolutely free. 



FREE 

PERSONAL 
STEREO, 
HEADPHONES 
AND CASE AND 
1001 CHEATS 


OR FREE FOOTBALL 
PLUS 1001 CHEATS 

SIZE 5, 82 PANEL, 
STITCHED PVC 
COATED FOOTBALL 


OB free CD WALLET WITH 
MOUSE MAT 
AND 1001 CHEATS 

5 MOUSE 
MATS 
DESIGNS 
TO CHOOSE 
FROM 





OR CHOOSE AN ALL 
STAR VIDEO 

FREE RUNNING MAN VIDEO 
(18) PLUS 1001 CHEATS 
OR FREE TOMBSTONE VIDEO 
(15) PLUS 1001 CHEATS 
QR FREE CLIFFHANGER 
VIDEO (18) PLUS 1001 
CHEATS 

ALL OFFERS SUBJECT TO STOCK. 
OTHER OFFERS ARE AVAILABLE. 
OVERSEAS MEMBERS PLEASE 
ADD £2 POSTAGE 


PLAY LIVE @ 
http://special.reserve.co.uk 


Fantasy Formula 1 is o 


£23,000 worth of prizes! 

A Lotus Elise 
17 PlayStations 
17 copies of Formula 1 
17 Gamester Steering Wheels & Pedals 
Free to enter. See our Club Magazine for 
details. Place your entries by post, at one of 
our Club Shops or live on our web site ~ 
http://special.reserve.co.uk 


Special Reserve 


Or fax YOUR ORDER on 01279 726842 - We’ll fax back to confirm 
Open 9.30am to 8pm (Mon-Sat) 10am to 5pm (Sun & Bank Holidays) 

We only supply members but you can order as you join 


Trial Members receive one issue of the club magazine. Valid for one order. 

/Annudl Mantes^ (WHO) £060 

ANNUAL MEMBERSHIP FEES UK £7.50 EC £10.00 WORLD £12.00 

Members receive ten issues of the colour club magazine per year. 

There is no obligation to buy anything. 

All prices include VAT and carriage to MOST UK mainland addresses. 

(BLOCK CAPITALS please) GAMESMASTER 

Name & Address____ 


Postcode _ 


_Phone No_ 


Machine 


Enter membership number (if applicable) or 

NEW MEMBERSHIP FEE (ANNUAL UK £7.50) 


item 


item.. 


item 


item 



For OPTIONAL first class post add 50p per item 
For OPTIONAL fast delivery on hardware add £3.00 

ALL PRICES INCLUDE UK POSTAGE & VAT 

Cheque/P.O./Mastercard/Creditcharge/Switch/Visa 


CREDIT CARD 
EXPIRY DATE _ 


SWITCH 

_(ISSUE NO_) 



Overseas orders must be paid by credit card. 

Hardware items (mains) are only supplied to UK addresses. 
Overseas surcharge £2.00 per software item or 25% on other items 

Cheques payable to 

at 

PO Box 847, Harlow, CM21 9PH 

Special Reserve is mainly mail order 
but we also have 

Three impressive 
Special Reserve Shops 

Chelmsford, Essex Sawbridgeworth, Herts Bristol Avon 

43 Broomfield Rd The Maltings, Station Rd 351 Gloucester Rd (A38) 

NEAR THE BUS STATION NEAR THE TRAIN STATION 1V 2 MILES FROM THE CENTRE 

Some Items bought in the shops carry a £1 surcharge on the mail order prices 
All Special Reserve Club Shops have trained technicians and pc repair and upgrade facilities 
Play Mario 64 or enter our £23,000 FI game while we fit RAM or a graphics card to your pc 

Inevitably some products listed may not yet be available. Please phone to check availability. 
Prices may change without prior notification. SAVE = Saving off full recommended price. 

Sent to press 24.03.97 Errors & Ommisions Excluded. 

Inter-Mediates Ltd, The Maltings, Sawbridgeworth, Herts CM21 9PG 































































































































































































































































• ON SALE 17 APRIL 1997 • ONLY £4.50 • DON’T MISS OUT! 













































YOU HAVE A 
CHOICE OF 
ONLY THREE 
VIEWS IN 

Jonah Lomu 
Rugby, but 
YOU CAN SEE 
THE CAME 
PERFECTLY 
WELL WITH 
ANY OF THEM. 
The CAMERA 
ALSO CHANCES 
FOR SET PIECES 
SUCH AS 
CONVERSIONS 
AND LINEOUTS. 


Jonah Lomu Rugby 


The weather effects in 
sports games often just 
means a white pitch, or 
a little bit of pretend 
rain. Not so in Jonah 
Lomu Rugby. The 
weather changes 
throughout the match 
so that if you've set in 
on Stormy, the clouds 
will obscure the sun 
making the pitch dark 
for a while or their 
might be the occasional 
rain shower. This makes 
the games all the more 
realistic and unpre¬ 
dictable, and let's hope 
more sports games 
learn from this example 
in the future. 


ith the huge 
7 number of 
football, 

American football 
and basket ball games cur¬ 
rently flooding the market, 
it's nice to see another sport 
being simulated for a 
change. There are not many 
Rugby video 
games available at 
the moment, 
which is a great 
shame because 
Jonah Lomu Rugby 
shows that when 
it's done right it's 
a sport which is 
extremely 
playable on the 
PlayStation. 
Offering you five 
different ways to 
play the game, 
from the instant 
action of a friend¬ 
ly match to being 
able to create 
your very own 
tournament or to 
take part in some 
classic match sce¬ 
nario, Jonah Lomu Rugby 
gives you a game which once 


you've mastered the basics 
of, gives you a lot of playa¬ 
bility. For anyone who has 
only ever played American 
Football games (which is the 
nearest equivalent) it's soon 
quite evident that Jonah 


Release: Out Now 
Company : Codemasters 
Price: £44.99 
Players : 1 -4 
Genre : Sports Sim 




Opinion What a refreshing change it is to see a different sports 
game. Rugby has never looked so good on a TV as it does in Jonah Lomu 
Rugby , since it makes for some different and very engrossing video game 
action. Unlike the stop-start rhythm of American Football, rugby is a con¬ 
stantly moving game which will lead to lots of wrecked joypads as you 
hammer the buttons to get the ball out of a scrum or tackle a player 
before they score. This is a brilliant rugby sim which is highly recom¬ 
mended to anyone looking for a different type of sports game. DB 



The PLAYERS 
MIGHT NOT 
BE MADE UP 
OF PRETTY 
POLYGONS 
BUT THEY CER¬ 
TAINLY MOVE 
FAST ENOUGH 
CONSIDERING 
THAT MOST OF 
THE PLAYERS 
ARE ON 
SCREEN AT 
ALL TIMES. 


Lomu Rugby is a much faster 
paced game with constant, 
flowing action. The graphics 
are not going to set the gam¬ 
ing world on fire but they do 
the job well enough and your 
concentration is going to be 
set on scoring tries rather 
than counting the polygons. 
The controls aren't that easy 
to pick up at first but once 
you've mastered the basics 
you find that play is quite 
intuitive. That said, there is 


also a huge amount of depth 
to the gameplay since there 
are a great many subtle 
moves and strategies to 
learn which will keep you 
playing for weeks and weeks 
on end. On the downside, it 
would have been nice to see 
a match-up screen to 
compare the strengths of the 
different teams, and to be 
able to set the difficulty 
level on all the game modes 
instead of just on the tourna¬ 
ment game. These problems 
however don't detract from 
what is an essential purchase 
for any rugby fan, and a 
game which deserves inter¬ 
est from any gamer. 

Graphics ; 78 
Animation : 75 
1 ' SoundFXzQO 

. Music:.72 

Lastability:S3 
Playability: 84 









































TESTED 



A |J s time goes on 
more tactical 
/ games are likely 
^” to appear on the 
PlayStation. Tank based war 
games are on the horizon, as 
are complex battle simula¬ 
tions that place the player in 
the middle of famous con¬ 
flicts, and with Command & 
Conquer already released it 
looks like most tastes will be 
catered for. Now for those 
that are interested in a naval 
setting for their war games. 
Electronic Arts are about to 
release Battle Stations. 

Take command of Aircraft 
Carriers, Battleships, 
Cruisers, Destroyers, Patrol 
Boats, Mine Layers, 
Submarines and Troop 
Transporters. Each of these 
has a variety of weapons to 
attack with and some have 
counter measures, such as 
helicopters that shoot down 


Release : March 
Company: EA 
Price : £44.95 
Players: 1-2 
Genre : Shoot'em up 


While the 

CAME MAY 
EVENTUALLY 
BECOME QUITE 
TEDIOUS, THE 
BATTLES ARE 
STILL GOOD TO 

watch. Fora 

WHILE. 









Hisstrw <>|PtFCT 


▼ NEXT A ◄ SCROLL ► 
▲TORETURN X CONTINUE 


The one 

PLAYER CAME 
GIVES YOU A 
VARIETY OF 
MISSIONS TO 
COMPLETE, 
BUT THE REAL 
CHALLENGE IS 
TAKING ON 
A HUMAN 
OPPONENT IN 
THE TWO 
PLAYER GAME. 


missiles. Smaller craft are 
nippy little devils and those 
that displace more water can 
be annoyingly slow, the 
Aircraft Carrier for instance 
has a full complement of 
fighter and bomber planes 
but is a bit of a sitting target. 

Options are available to 
fight a single battle at a time, 
or take on missions on world 
maps. In the later mode a 
whole fleet is entrusted to 
your direction, but all con¬ 
flicts are reduced to only two 
boats being able to take each 
other on at any one time. 
There is not much point of 
strategically positioning 15 
vessels around a map when 
only one can fight at a time, 
which limits gameplay. 


When Battle Stations is first 
switched on it looks as 
though it's set to be a superb 
game, unfortunately whilst 
the concept might be great, 
the execution leaves much to 
be desired. Rather than being 
highly tactical, naval strug¬ 
gles seem to boil down to 
frantically tapping gun but¬ 
tons and hoping you take out 
the enemy before being 
sunk. Stick with Battleships 
the board game instead. 


G r ap h ics: 7 0 
Animation : 75 
Sound FX: 71. 

M usic : 66 
Lastability: 48 
Playability: 57 



86 



ith the release 
of games like 
/ Micro Machines 
and Supersonic 
Racers , there seems to be a 
resurgence in racing games 
which are viewed from 
above. Speedster is the latest 
addition, which gives you a 
choice of eight different cars 
to race on eight tracks 
around the world. The main 
problem with viewing a rac¬ 
ing game from above is that 
it's often hard to tell where 
the next turn is coming from. 
Speedster gets round this by 
flashing up a road sign just 
before a turn, warning you to 
get ready. This feature saves 
you from a lot of frustration 
as you race round the tracks 
against seven other cars, try¬ 
ing to get to the next check¬ 
point before your time runs 


m 


Release : Out Now 
Company : Psygnosis 
Price : £44.99 
Players: 1 -2 
Genre : Racing 



out. The game it self looks 
very impressive, with the 
tracks rotating smoothly 
around your car as you turn 
with the scenery looking 
very solid and detailed. As 
you pass buildings and go 
over and under bridges you 
get the feeling that you are 
driving in a very polished 3D 
environment. Sadly that's 
where the fun ends because 
Speedster lacks one 
essential thing - a 
sense of speed.The 
fact of the matter is 
that the game does¬ 
n't move quickly 
enough. It's not 
unplayably slow but it 
lacks the feeling that you're 
tearing up the road, instead 
you just cruise around get¬ 
ting more bored by the 
minute. This, combined with 
the viewpoint makes you feel 
distanced from the game- 
play, making the whole thing 
a dull and excitement-free 
experience. Even the two 
player mode doesn't improve 
things, since you can only 


each other, 
is leads to a very 
track indeed and 
only increases the boredom 
factor. Speedster could and 
should have been a great 
game, but unfortunately it 
lacks any real excitement and 
speed, which is the kiss of 
death for any driving game. 


(left) The 
top-down 

VIEWPOINT 

MAKES VERY 

IMPRESSIVE 

VIEWING 

WHEN 

TRAVELLING 

OVER BRIDGES. 


Graphics : 83. M A ■ 

Animation : 75 

Sound FX: 70 ( #■ 

. Music .:74 

Lastability: 60 
Playability: 54 







































































Crusader: Nn Remorse _ 


lay f you have 
7 ever wanted to 
play the part of 
a one-man SWAT 
team then this is certainly the 
game for you. Crusader: No 
Remorse sees you playing the 
role of a lone rebel soldier 
taking on the mammoth WEC 
organisation. Your job is to 
complete various missions 
which involve you shooting 
soldiers, disarming booby 
traps, stealing computer 
keys, rescuing prisoners and 
generally making WEC's life 
hell, all of which is shown 
from an isometric viewpoint. 






Release : Out Now 
Company: EA 
Price : £44.99 
Players : 1 

Genre : Shoot'em up 


v V > . 


The graphics don't look that 
incredible but they still have 
a great deal of detail. 

Civilians put there hands up 
when they see you, blood 
spurts from your enemies 
when they're hit by gunfire 
and the levels have all been 
designed like real buildings, 
right down to the toilets. 

Your character is very versa¬ 
tile, being able to jump, 
strafe, roll, crouch and of 
course, use a wide variety of 
weapons. This means that the 
control system is quite com¬ 
plex, which at first is a little 
daunting. However, with a lit¬ 
tle practice you'll soon be 


rolling into a room landing in 
a crouch and clearing the 
room of enemies with ease. 
The whole game is immensely 
playable and has loads of lit¬ 
tle features such as being 
able to tap into security cam¬ 
eras, take control of robots 
and access computer systems. 
It might not look like the 
most state of the art game 
ever, but Crusader: No 
Remorse is a large and very 
playable game which is 
crammed full of futuristic 
James-Bond style action. 


Graphics: 73 
Animation : 74 
Sound FX: 78 
Music: 70 
Lastability: 82 
Playability: 83 


Explosions 

ARE FAIRLY 
COMMON 
PLACE IN 

Crusader: 

No Remorse 
SINCE NEARLY 
EVERY OBJECT 
IN A ROOM 
CAN BE 
DESTROYED. 

Any enemies 

CAUGHT IN A 
BLAST WILL 
CATCH FIRE , 
WHICH ONLY 
INCREASES THE 
CONFUSION 
YOU CAUSE. 


WMMHmmmmmmsmmm 




Your heads 

up DISPLAY 
GIVES YOU 
LIFESAVING 
INFORMATION 
SUCH AS 
DESCRIPTIONS 
OF YOUR 
ENEMIES AS 
WELL AS A 
ROTATING MAP 
OF THE AREA. 






and 


he world is in 
the grip of a 
deadly plague 
and you have to 
ind the cure. Also it gives you 
n excuse to put on a great 
►ig robot suit and stomp 
round shooting things since 
his is Epidemic, the sequel to 
Weak the Blood. Now Kileak 
lidn't exactly set the world 
ilight when it was released, 
ince it was a first person 
hoot 'em up which didn't 
tave much action in it at all. 

“o be quite honest, it was one 



Release: out now 
Company : Scee 
Price : £39.99 
Players : 1 

Genre : Shoot'em up 





of the dullest games in exis¬ 
tence, where you spent a lot 
of the time walking around 
mostly empty levels before 
running into mechanical ene¬ 
mies who posed very little 
threat at all before trying to 
solve a few mundane puzzles. 
Epidemic sadly is pretty much 
more of the same. There have 
been some improvements, 
particularly with the atmos¬ 
phere which is quite nicely 
generated thanks to an 
impressive heads up display 
and some atmospheric sound 
effects, the sound of your 
suit walking down the 
corridor being the best 
of all. However, these, 
and the inclusion of 
more weapons and 
enemies doesn't 
make a dull 
game any bet¬ 
ter, and 
Epidemic is dull 
in spades. The 
corridors are 
mostly empty, and 
when you do find an 
enemy they are 


extremely easy to destroy 
and offer no real challenge at 
all. Both Kileak the Blood and 
Epidemic are meant to be 
more puzzle orientated but 
even here it fails miserably 
since the puzzles are easy or 
frustrating but never inter¬ 
esting. In addition to this the 
game has to load again when¬ 
ever you die and there's no 
options screen. Now if all 
that doesn't keep you away 
from Epidemic there's no 
for you. 


sissEiinr 

Graphics : 70. mm Mm 

Animation : 68 jf & / 

sound.Fx: 'bs .{ Mm MM 

Music.:. 80 -1* ® 

Lastability : 60. mM M 

Playability: 63 


Some rooms 

CONTAIN 
VIDEO 
SCREENS 
WHICH YOU 
CAN ACTIVATE 
TO GIVE YOU 
ADDITIONAL 
INFORMATION 
ABOUT YOUR 
QUEST. 
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EXCLUSIVE NEWS: SONY ( 

PLAYSTATION PRICE TO £12QI 

MICRO MACHINES 


STAR WARS SPECIAL EDITION 


SOUL EDGE 


SMALL BUT PERFECTLY FORMED. 


RAGE RACER 

BETTER THAN 
ANT COIN-OP 


DESCENT 2 

DOWN, DOWN 
DEEPER AND DOWN 


^ MORE THAN 
JUST A GAME? 

CAN GAMES IMITATE UFE? 


GOTHIC 


PANDEMONIUM! 

THE EXPERT GUIDE 


FIFA 9L3 

SHOOTING STARS, 


RELOADED AUTTllBlTi 

A ULTRA-VIOLENCl 


W FREEU 

GRAPHIC NOVELL 

| AD NAUSEAM 

ASA vs THl 
' GAMES INDUSTRY 


WIPEOUT 2097 

THE ULTIMATE Ql 

ADRENAUNE RUSH 

COMMAND 
AND CONQUER 

STAND UP VIRGIN S SOLDIERS 


m THE EXPERT GUIDL 

STREET 
FIGHTER ALPHA 2 

HOW DO KEN ? 

STAR GLADIATOR 

CAPCOM'S MASTERPIECE 


MONEY PROGRAM 

HOW TO GETYO.UA 

GAME PUBLISHER 


TEKKEN 3 

THE LEGEND C 


LEGACY OF KAIN 

THL VAMPIRE 

STRIKES BACK 


ml '£\ 

DEADLY SPELL 


wernatiqm: 

SUPERSTAR SOCCER PRO 
LEAGUE LEADER 


PLAYSTATION 

iGAMt j 

\AAID RATED J 




February 97 


HEXEN 

MAGIC 

ONCE MORE 

TOMB RAIDER 

E!QOi ROCKET 
FROM THE CRYPT f 


PLAYSTATION 

l CiAMF 

\mdrajedJ 


VIDEOSAMES 

THE TABLOID TRAVESTY 


hover 1 . 


December 96 


November 96 


October 96 







































KEY 


Can’t decide which game to buy? Then take a 
took at our fully comprehensive and newly updated 
index of every PlayStation game available in the UK. Whether 
you’re looking for the perfect racing game or just trying to decide 
which beat ‘em up is the best for you, we have them all listed 
here for your attention. From the latest releases such as Micro 
Machines V3 to classics like Doom and Olympic Soccer this is the 
definitive guide to choosing exactly what you need from the 
largest console games library in the world. And unlike other mag¬ 
azines this is not an occasional feature. PlayStation Plus is com¬ 
mitted to giving you the right information each and every month, 
which means that the index will continue to grow as more and 
more software is released. So if you want the best information, 
just look through the index. This month, as a bonus, we have 
included a selection of import titles for your perusal. 
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This icon shows the number of 

PLAYERS THAT CAN COMPETE AT THE 
SAME TIME. 

This icon indicates whether the 

TITLE USES A MEMORY CARD TO SAVE 
GAMES TO. 

Does the game have a two-player 

LINK-UP OPTION? It WILL IF THIS ICON 
IS TICKED. 

Some strategy games and shoot 
'em ups support the MOUSE , WHICH 
IS HIGHLIGHTED WITH THIS ICON. 

If A GAME IS MULTITAP COMPATIBLE IT 
WILL SHOW UP HERE. SOME GAMES 
CAN SUPPORT TWO MULTITAPS. 

The game supports special con¬ 
trollers , SUCH AS THE NeCCON , 
STEERING WHEEL AND LIGHT GUN. 


NAME 

PRICE 

COMPANY 

& 


H 


Q 

2HTREME 

E44.S0 

SCEE 

1-2 

✓ 




30 LEMMINGS 

B44.0S 

PSYGNOSIS 

1 

✓ 


✓ 


ACTUA GOLF 

E44.S0 

GREMLIN 

1-4 

✓ 




ACM SOCCER 

E44.SB 

GREMLIN 

1-2 

✓ 




AOIOAS POWER SOCCER 

E44.00 

PSYGNOSIS 

1-4 

✓ 



✓ 

AOIOAS SOCCER INT’‘97 

E44.S5 

PSYGNOSIS 

1-4 

✓ 



✓ 

ACILE WARRIOR 

E33.33 

VIRGIN 

1 

✓ 




AIRCOMRAJ 

E33.33 

NAMCO 

1-2 

✓ 




AIV EMOTION GLORAL 

E44.33 

SCEE 

1 

✓ 


✓ 


ALIEN TRILOGY 

E44.35 

ACCLAIM 

1 

✓ 




ALONE IN THE DARK 

E33.93 

INFOGRAMES 

1 

✓ 




ANDRETTI RACING 

E44.99 

EA 

1-4 

✓ 

✓ 



ARUANAUrS HOLIDAY 

£39.99 

SCEE 

1 

✓ 




AREA 51 

E44.99 

GT 

1-2 



✓ 


ASSAULT RIGS 

£44.99 

PSYGNOSIS 

1-2 

✓ 

✓ 



ATARI COLLECTION 

E44.95 

GT 

1-2 

✓ 




AYRTON SENNA’S KART DUEL 

E44.99 

PHILIPS 

1-2 

✓ 

✓ 



RATTLE ARENA TOSHINDEN 2 

E49.99 

TAKARA 

1-2 

✓ 




BATMAN FOREVER 

£44.99 

ACCLAIM 

1-2 

✓ 




REDLAM 

£44.99 

GT 

1 

✓ 


✓ 


BIG HURT BASEBALL 

£44.99 

ACCLAIM 

1-2 

✓ 




BLACK DAWN 

£44.99 

VIRGIN 

1 

✓ 




BLAST CHAMBER 

£44.99 

ACTIVISION 

1-4 

✓ 



✓ 

BLAM! MACHINEHEAO 

£44.99 

CORE DESIGN 

1 

✓ 




BLAUNG DRAGONS 

£44.99 

RMG 

1 

✓ 




BREAKPOINT 

£44.99 

OCEAN 

1-4 

✓ 

✓ 


✓ 

BROKEN S WORD 

£44.99 

SCEE 

1 

✓ 


✓ 


BURNING ROAD 

£44.99 

FUNSOFT 

1-2 

✓ 

✓ 



BUBBLE BOBBLE PACK 

£44.95 

ACCLAIM 

1-2 

✓ 




BUST-AMOVE 2 

£29.99 

ACCLAIM 

1-2 

✓ 




CASPER 

£44.95 

INTERPLAY 

1 

✓ 




CHEESY THE MOUSE 

£44.95 

OCEAN 

1 

✓ 




CHESSMASTER3D 

£44.95 

EA 

1-2 

✓ 




CITY DE THE LOST CHILDREN 

£44.95 

PSYGNOSIS 

1 

✓ 




COMMAND AND CONOUER 

£44.99 

VIRGIN 

1 

✓ 




CONTRA: LEGACY OF WAR 

£44.95 

KONAMI 

1-2 

✓ 





? j 


IIEHTEUN 


30 GLASSES 


COMMENT 


Poor sequel to Extreme Games which offers few improvements. 

Smart 3D graphics but uninteresting and awkward gameplay. 

Cyber golf at its most realistic. The best golf came on the PlayStation. 
Slick 3D graphics are eclipsed by flawed gameplay. Nice , but dated. 
Another football game which favours cool graphics over gameplay. 
Decidedly averace follow up to Adidas Power Soccer. 

Challenging but neat arcade-style aircraft based shoot 'em up 
Tedious , lacking depth and variety even in two-player mode. 

Enjoyable if somewhat overwhelming resource management sim. 

An excellent Doom clone which captures all the scares of the films 
Interesting puzzles fail to make up for the game's dated presentation. 

A LIGHT-WEIGHT ALTERNATIVE TO THE FANTASTIC FORMULA 1 . 

Environmentally friendly underwater adventure that is frankly dull. 

A BLAND SHOOT 'EM UP BASED ON A BLAND ARCADE GAME. 

A NICE IDEA WHICH IS TOO SIMPLE AND EASY FOR ITS OWN GOOD. 

Retro gaming compilation with dubious appeal. 

Substandard racinc action from Philips. Avoid at all costs. 

Visually superb but lacking any real meaty substance. 

Beat 'em up boredom in the extreme. Even if you're a batfan, beware. 

A MOUSE PROVES INVALUABLE FOR THIS FRANTIC TACTICAL BLASTER. 

A PRETTY GOOD ADAPTATION OF A FAR FROM THRILLING SPORT. 

The equally good sequel to the explosive Acile Warrior. 

Anyone for a came of futuristic tag? I thought not. 

Initially confusing but ultimately cripping 3D blaster. 

Humoured if sometime laborious graphic adventure. 

A PLEASANT ENOUGH TENNIS CAME , ALTHOUGH THE MOVES AREN'T INTUITIVE 

Superb point and click adventure, with a strong story and atmosphere. 
The PlayStation equivalent of Daytona USA. Good gameplay and looks. 
One of the best retro collections to date , offering two games in one. 
One of the cutest , most incredibly addictive puzzle games of all time. 
Aimed at the younger player, nice graphics but very average. 

The AWFUL MAIN sprite hides some great platform action. 

Touch chess sim, but only for those with no one to play. 

Graphically brilliant but incredibly annoying adventure game. 

Conquer the world in this fast-paced strategy game. A classic. 

3 D VERSION OF THE CLASSIC KONAMI SHOOT EM UP. SOLID BLASTINC ACTION. 


SCORE 


55 

81 

88 

32 

33 
78 


88 

83 
82 
85 

53 
52 
81 
75 
32 
71 
28 

87 
81 

88 

54 
88 

87 
73 

88 
88 

84 
82 
82 
82 

87 

88 
81 







































































SCORE 


name 

PRICE 

COMPANY 

£ll 

1 

m 


u 


cool hoarders 

Brno 

SCEE 

/ 

✓ 





CRASH BANDICOOT 

£44.39 

SCEE 

1 

✓ 





CHITICOM 

£44.99 

IMAGINEER 

1-2 

✓ 





CRYPT Kim 

£44.99 

KONAMI 

1-2 

✓ 




LIGHT GUN 

CYBER SUB 

£39.99 

NAMCO 

1-2 

✓ 





CYBER SPEED 

£39.99 

MINDSCAPE 

1-2 

✓ 





CYBERIA 

£39.99 

INTERPLAY 

1 

✓ 





B 

£44.99 

ACCLAIM 

1 

✓ 





BARKSTAIKERS 

£44.99 

VIRGIN 

1-2 

✓ 





DAVIS CUP TENNIS 

£44.95 

TELSTAR 

1-4 

✓ 



✓ 


BEFCBN5 

£49.99 

SCEE 

1 

✓ 





BESCENT 

£44.99 

INTERPLAY 

1-2 

✓ 

✓ 




BESCENT2 

£44.99 

INTERPLAY 

1-2 

✓ 





BESTBRCim DERBY 

£49.99 

PSYGNOSIS 

1-2 

✓ 

✓ 



NlGCON/WHEEl 

DESTRUCTION DERBY 2 

£44.95 

PSYGNOSIS 

1 

✓ 




NEGCON/WHEEL 

DIE HARD TRIIOEY 

£44.99 

FOX INTERACTIVE 

1 

✓ 


✓ 


GUN/WHEEL 

DISCWORLD 

£39.99 

SCEE 

1 

✓ 


✓ 



DOOM 

£44.99 

GT 

1-2 


✓ 




EARTHWORM JIM 2 

£44.95 

VIRGIN 

1 

✓ 





ESPN EXTREME GAMES 

£39.99 

SCEE 

1-2 

✓ 





EXHUMED 

£44.95 

BMC 

1 

✓ 





EXTREME PINBAU 

£44.95 

EA 

1-2 

✓ 





FADE TO BLACK 

£44.99 

EA 

1-2 

✓ 





FIFA ‘SB 

£44.99 

EA 

1-4 

✓ 



✓ 


FIFA ‘37 

£44.99 

EA 

1-4 

✓ 



✓ 


FINAl DOOM 

£44.99 

GT 

1-2 


✓ 

✓ 



FIRESTORM: THUNDERHAWK 2 

£44.99 

CORE 

1 

✓ 





EIRO AND KLAWD 

£44.95 

BMG 

1-2 






FLOATING RUNNER 

£44.99 

XING 

1 

✓ 





FORMULA 1 

£44.99 

PSYGNOSIS 

1-2 

✓ 

✓ 



NEGCON/WHEEL 

GALAXIAN3 

£49.99 

NAMCO 

1-4 

✓ 


✓ 

✓ 

NEGCON 

GEX 

£44.99 

BMG 

1 

✓ 





GOAL STORM 

£39.99 

KBNAMI 

1-2 

✓ 





GRIB RUN 

£44.95 

VIRGIN 

1-4 

✓ 

✓ 


✓ 


GUNSHIP 

£44.99 

MICRDPROSE 

1 

✓ 





HARDCORE 4X4 

£44.99 

GREMLIN 

1 

✓ 




WHEEL 

HEBEREKE P0P0ITT0 

£39.99 

SUNSOFT 

1-2 

✓ 





HEXEN 

£44.95 

GT 

1-2 

✓ 





HI-OCTANE 

£44.99 

BULLFROG 

1-2 

✓ 





IMPACT RACING 

£44.95 

JVC 

1-2 

✓ 

✓ 




IN THE HUNT 

£39.99 

THO 

1-2 

✓ 





INTERNATIONAL TRACK B FIELD 

£44.99 

KONAMI 

1-4 

✓ 



✓ 


ISS DELUXE 

£44.95 

KONAMI 

1-2 

✓ 





IRON AND BLOOD 

£44.95 

ACCLAIM 

1-2 

✓ 





IRON MAN 

£44.99 

ACCLAIM 

1-2 

✓ 





JET RIDER 

£44.99 

SCEE 

1-2 

✓ 





JOHNNY BAIDDKATDNE 

£39.99 

US GOLD 

1 

✓ 





JUMPING FLASH 

£39.99 

SCEE 

1 

✓ 





JUMPING FLASH 2 

£44.99 

SCEE 

1 

✓ 





KRAIY IVAN 

£39.99 

SCEE 

1-2 

✓ 

✓ 




LEGACY OF KAIN 

£44.99 

BMG 

1 

✓ 





LOADEO 

£39.99 

GREMLIN 

1-2 

✓ 



✓ 


LOMAX IN LEMMINGLANB 

£44.95 

PSYGNOSIS 

1 

✓ 





LONE SOLDIER 

£39.99 

TELSTAR 

1 

✓ 





LOST VIKINGS 2 

£44.99 

INTERPLAY 

1-2 

✓ 





MADDEN NFL ‘37 

£44.99 

EA 

1-2 

✓ 





MAGIC CARPET 

£44.99 

BULLFROG 

1 

✓ 





MECHWARRI0R2 

£44.99 

ACTIVISION 

1 

✓ 





MICKEY’S WILD ADVENTURE 

£39.99 

SCEE 

1 

✓ 





MICRO MACHINES V3 

£44.95 

CODEMASTERS 

1-8 

✓ 



✓ 


MONSTER TRUCKS 

E44.95 

PSYGNOSIS 

1 

✓ 





MORTAL KOMBAT 3 

£49.99 

SCEE 

1-2 

✓ 






COMMENT 


You CAN'T PLAY TWO PLAYERS, BUT THIS IS BRILLIANT SNOWBOARDINC FUN. 

Frustrating it might be, but this is one of the best platformers around. 
Great craphics, but this 3D Beat 'em up still loses out to Tekken. 
Possibly the worst light cun came ever. Stay away! 

A DULL ARCADE SHOOTING CAME WHICH SHOWS EVEN NAMCO MAKE MISTAKES. 

A SPACE AGE RACING GAME ON WIRES. NOTA WlPEOUT BEATER. 

Handful of shooting and puzzle games which fail to impress. 

Stunning but short. Great craphics but only an hour to complete. 
Street Fichter meets Horror characters meets average cameplay. 

This manages to be one of the worst PlayStation titles to date. 

3D ADVENTURE INVOLVING MORE WANDERING THAN ACTION. 

Doom in space ships. Great idea, great came. 

Not MANY IMPROVMENTS ON THE ORIGINAL, BUT STILL A GOOD SHOOT 'EM UP. 

Lengthy play reveals a shallow game, great with two players though. 

A HUGE IMPROVEMENT ON THE ORIGINAL, WITH FASTER CARS AND WIDER TRACKS. 

Three games for the price of one, and top movie action in all of them. 
Comedy adventure with some of the most annoying puzzles ever. 

The original 3D maze shoot 'em up. Still oozes with playability. 
Conversion of a SNES classic thatmanaces to be a lesser copy. 
Oddball sports racing game with a touch of violence. Brilliant fun. 
One of the best and most challenging Doom -style games around. 

Poor pinball title, with unrealistic ball movement. 

Absorbing 3D sequel to Flashback. Plenty to see, do and shoot. 

Footie came with little control over players and bad camera views. 
Not much improvement over '96 since it plays so very slowly. 

Thirty new Doom levels to explore, but still the same game. 

The 3D GRAPHICS AREN'T perfect but this is still a great helicopter came. 
Interesting buddy cop game, let down by having no save came option. 
Playable 3D platformer with strange viewpoint and controls. 

The ultimate simulation driving came. 

Graphically impressive shoot 'em up, but lacking in player interaction. 

A PERFECT EXAMPLE OF A DULL PLATFORMER. 

Larce sprites in this football game, which move too slowly by far. 
'Tag' came which is only fun in multiplayer mode. 

Complex and playable helicopter sim, but not that realistic. 

Dull all-terrain racing came with too few tracks. 

TWO PLAYER PUZZLE GAME. FUN, BUT BUST-A-MOVE 2 IS BETTER. 

The graphics may be slow and blocky, but this Doom clone has depth. 
Tedious racing game which lacks substance. 

Unusual racing game which mixes Destruction Derby with Mad Max. 
2D submarine shoot 'em up with plenty of things to fire at. 

An addictive sports sim which excels in its multi-player mode. 

Straight conversion of the classic SNES footie game. 

AVERACE 3D BEAT 'EM UP WITH A FANTASY THEME. 

Shoddy drivel. A bad game and a waste of a great comics licence. 
Innovative racer which is let down by poor graphics and cameplay. 
Rock 'n‘ roll platformer with poor cameplay. 

Superb 3D platformer which sadly has too few levels. 

Perfect sequel to Jumping Flash , but still not enough levels. 

A CLASSIC EXAMPLE OF CRAPHICS OVER PLAYABILTY IN THIS ROBOT CAME. 

Vampire action/adventure came offering a hugely enjoyable challenge 
Action packed blaster but lacking in variety. 

Lemmings inspired platformer which fails to impress. 

Commando in 3D but sadly it's all too slow. 

Average arcade came which offers little originality. 

Solid American Football simulation with great depth. 

Fast 3D sorcery shoot 'em up with many levels to explore. 

Giant robots abound in this quality 3D shoot 'em up. 

Average platform game which fails to set the pulse racinc. 

The best multi-player game on the PlayStation. A racinc classic. 

A GOOD IDEA HAS BADLY IMPLEMENTED IN THIS OFF-ROAD RACER. 

MK FANS WILL LOVE THIS, BUT STREET FIGHTER STILL RULES THE 2 D SCENE. 
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81 
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88 
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88 

82 
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NAME 

PRICE 

COMPANY 



lj 

m 


B 

MORTAL KOMBAT TRILOGY 

£44.05 

GT 


1-8 

✓ 




MOTOR TOON GRAND PRIH 2 

£ 44.05 

SCEE 


1-2 

✓ 

✓ 



MYST 

£44.05 

PSYGNOSIS 


1 

✓ 


✓ 


NAMCO MOSEOM VOLOME1 

£30.00 

NAMCO 


1-2 

✓ 




NAMCO MUSEUM VOLOME 2 

£30.00 

NAMCO 


1-2 

✓ 




NAMCO MUSEUM VOLOME 3 

£30.00 

NAMCO 


1-2 

✓ 




NASCAR RACING 

£44.05 

SIERRA 


1 

✓ 




NBA IN TOE Ml 

£44.00 

KONAMI 


1-2 

✓ 




NBA IN THE TONE 2 

£44.05 

KONAMI 


1-2 

✓ 




NBA JAM EXTREME 

£44.05 

ACCLAIM 


1-4 

✓ 



✓ 

NBA JAM TOURNAMENT EDITION 

£30.00 

ACCLAIM 


1-4 

✓ 



✓ 

NBA LIVE ‘OS 

£44.00 

EA 


1-2 

✓ 




NBA LIVE ‘07 

£44.05 

EA 


1-8 

✓ 



✓ 

NEED FOR SPEED 

£44.00 

EA 


1-2 

✓ 

✓ 



NFL GAMEOAY 

£44.00 

SCEE 


1-2 

✓ 




NFL OUARTERBACK CLUB 

£30.00 

ACCLAIM 


1-8 

✓ 




NHL 07 

£44.00 

ACCLAIM 


1-2 

✓ 




NHL FACE OFF 

£44.00 

SCEE 


1-2 

✓ 




NOVA STORM 

£30.00 

SCEE 


1 

✓ 




OFF WORLD INTERCEPTOR 

£30.00 

BMG 


1-2 

✓ 




OLYMPIC GAMES 

£44.05 

US GOLD 


1-4 

✓ 



✓ 

OLYMPIC SOCCER 

£44.05 

US GOLD 


1-4 

✓ 



✓ 

ONSIDE 

£44.00 

TELSTAR 


1-2 

✓ 




PANOEMONIUM! 

£44.05 

BMG 


1 

✓ 




PANUR GENERAL 

£44.00 

MINOSCAPE 


1-2 

✓ 


✓ 


PGA TOOR ‘00 

£44.00 

EA 


1-8 

✓ 




PGA TOUR ‘07 

£44.05 

EA 


1-8 

✓ 




PERFECT WEAPON 

£44.05 

EA 


1 

✓ 




PITBALL 

£44.05 

WARNER 


1-4 

✓ 



✓ 

PLAYER MANAGER 

£44.05 

ANCO 


1 

✓ 




PRIMAL RAGE 

£44.00 

WARNER 


1-2 

✓ 




PRO PINBALL: THE WEB 

£44.05 

EMPIRE 


1 

✓ 




PROJECT OVERKILL 

£44.05 

KONAMI 


1 

✓ 




PSYCHIC DETECTIVE 

£44.00 

EA 


1 

✓ 




P0‘EB 

£44.00 

WARNER 


1 

✓ 




POWERPLAY HOCKEY ‘OS 

£44.05 

VIRGIN 


1-4 

✓ 



✓ 

RAGING SKIES 

£44.00 

SCEE 


1-2 

✓ 




RAIOEN PROJECT 

£30.00 

OCEAN 


1 

✓ 




DAYMAN 

£34.00 

UR! SOFT 


1 

✓ 




RELOADED 

£44.05 

GREMLIN 


1-2 

✓ 




RESIDENT EVIL 

£40.00 

VIRGIN 


1 

✓ 




RETURN FIRE 

£44.05 

WARNER 


1-2 

✓ 




REVOLUTION K 

£30.00 

ACCLAIM 


1-2 

✓ 




RIOGE RACER 

£30.00 

NAMCO 


1 

✓ 




RIDGE RACER REV0L0TI0N 

£40.00 

NAMCO 


1-2 

✓ 

✓ 



RISE 2 RESURECTION 

£44.00 

ACCLAIM 


1-2 

✓ 




RIOT 

£44.05 

PSYGNOSIS 


1-18 

✓ 



✓ 

ROAORASH 

£44.00 

EA 


1-2 

✓ 




R0B0T0N-X 

£44.05 

GT 


1-2 

✓ 




SAMPRAS EXTREME TENNIS 

£44.05 

COOEMASTERS 


1-4 

✓ 



✓ 

SHELLSHOCK 

£44.00 

CORE DESIGN 


1 

✓ 




SHOCKWAVE 

£30.00 

EA 


1 

✓ 




sim cm 2000 

£44.00 

MAXIS 


1 

✓ 


✓ 


SKELETON WARRIORS 

£44.05 

VIRGIN 


1 

✓ 




SLAM ‘N‘ JAM ‘SB 

£44.05 

BMG 


1-2 

✓ 




SMASH COURT TENNIS 

£44.05 

NAMCO 


1-4 

✓ 



✓ 

SOCCER ‘07 

£44.05 

EIOOS 


1-4 

✓ 



✓ 

SOVIET STRIKE 

£44.00 

EA 


1 

✓ 




SPACE HULK 

£44.05 

EA 


1 

✓ 




SPACE JAM 

£44.05 

ACCLAIM 


1-2 

✓ 




SPOT GOES TO HOLLYWOOD 

£34.05 

VIRGIN 


1 

✓ 




STAR GLADIATOR 

£44.05 

VIRGIN/CAPCOM 


1-2 

✓ 





m 
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COMMENT 


Virtually every MK character is here, so hard-core fans will be happy. 
Comic racing came which beats the original in every department. 

Point and click adventure with static screens. Not too exciting. 
Compilation of Namco's arcade hits, including PacMan. 

Not as strong as the first collection , unless you love Xevious. 

Better than Volume 2 but still more poor games than classics. 

Poor Days of Thunder-style rip off. 

Rougher looking than Total N BA, but this has more pace and agility. 
The improved graphics make this sequel a great improvement. 
Basketball game with various outrageous comic features. 

Conversion of the coin-op with 2D characters going two-on-two. 

BA'S BASKETBALL GAME USES THE FlFA '96 GRAPHICS ENGINE AND IT SHOWS. 

Instinctive moves and passes make for a superb multiplayer came. 
Second-rate Ridge Racer with not much speed at all. 

Average in every department, this is beaten by Madden in all respects. 
Blocky graphics hide a competent SPORTS SIM. 

Polygon-based sprites make this a good looking ice hockey sim. 

GREAT PLAYABILITY MAKES FOR A FRANTIC GAME OF ICE HOCKEY IN THIS SIM. 

Dire shoot 'em up which should be left well alone. 

4x4s BOUNCE ACROSS THE MOON IN THIS DULL SPACE RACING CAME. 

A POOR COMPETITOR TO INTERNATIONAL TRACK AND FIELD. 

Still one of the most playable football games on the PlayStation. 

The most incredibly bland football came to date. 

Shames other platformers with its graphics and instinctive gameplay. 
Full-blown strategy game which players will find hard work. 

A DODGY PUTTING SYSTEM LETS DOWN THIS GOLF SIM. 

Great looking golf game, but still suffers due to its control system. 

A POOR MAN'S BEAT 'EM UP/ADVENTURE WHICH EXCELS IN NEITHER GENRE. 

Speedball type came with run of the mill looks and playability. 
Predictable results abound in this football management game. 

2 D beat 'em up which is far too awkward to play. 

Only one pinball table, but what a table. Handles like the real thing. 
Hi-tech version of the old Bezerk coin-op with lots of blood. 
Surprising playable fmv interactive movie. 

Doom clone which shows promise but never delivers. 

Solid, fast paced ice hockey sim. 

Very average flight game which lacks playability. 

Enjoyable but umited conversion of an old coin-op. 

Repetitive platform game. 

Marginally better than the original, which wasn't that good. 

This horror adventure which is one of the most perfect games ever. 

AN EXCELLENT CREATION. POPTASTIC! 

An EXCELLENT CREATION. POPTASTIC. 1 

Excellent racing game, sadly lacking in tracks. 

An improvement on the original, now with a two-player unk up mode. 

A MEDIOCRE BEAT 'EM UP. 

SPEEDBALL-rrPF GAME WHICH OFFERS LITTLE. 

Straightforward fighting and racing came. 

Simple minded fun in this update of an arcade classic. 

Ease of play makes this tennis came a joy to behold. 

Dull and repetitive tank game. 

Empty shoot 'em up with tiny sprites against bland backgrounds. 

Run your own city in this engrossing conversion of a PC classic. 

This looks like a i6bit game, and plays even worse. 

Unplayable basketball game. 

Slow and unresponsive conversion of the i6bit classic. 

Olympic Soccer sequel which suffers from an outdated game engine. 

3D CHOPPER SHOOT EM' UP WITH GREAT GRAPHICS AND GAMEPLAY. 

Not THE FASTEST CAME AROUND, BUT THIS IS A GOOD ACTION/STRATEGY MIX. 

Uninspiring movie cash-in basketball game. 

Too little too late for this passable platformer. Great music though. 

CAPCOM'S FIRST 3D BEAT ’EM UP, AND IT'S NOT HALF BAD. 
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KAMI 

PRICE 

COMPANY 


lull 

B 

1 


y 

SJARFIGHJEH 3000 

£44.05 

TELSTAR 


/ 

✓ 




stahwinoeh 

£44.05 

MINOSCAPE 


/ 

✓ 




Sim HARBINGER 

£44.05 

MINOSCAPE 


1 

✓ 




STREET FIGHTER AlPHA 

£44.00 

VIRGIN 


12 

✓ 




STREET FIGHTER AlPHA 2 

£44.35 

VIRGIN 


12 

✓ 




STREET FIGHTER THE MOVIE 

£33.30 

ACCLAIM 


1-2 

✓ 




STREET RACER 

£44.05 

UBISOFT 


1-8 

✓ 



✓ 

STRIKEPOINT: THE HEX MISSIONS 

£44.85 

ELITE 


1-2 

✓ 




STRIKER’OB 

£30.30 

WARNER 


1-4 

✓ 



✓ 

S0IK00EN 

E44.BB 

KONAMI 


1 

✓ 




SOPER POmE FIGHTER 2 

E33.B5 

VIRGIN 


1-2 

✓ 




SOPERSONIC RACERS 

£44.35 

MINOSCAPE 


1-2 

✓ 




TEKKEH 

E33.BB 

NAMCO 


1-2 

✓ 




TEKKEN2 

£43.33 

NAMCO 


1-2 

✓ 




TEMPEST H3 

£34.33 

INTERPLAY 


1-2 

✓ 




TENKA 

£44.05 

PSYGNOSIS 


1 

✓ 




TEN PIN ALLEY 

£44.35 

EA 


1-8 

✓ 




THEME PARK 

£44.33 

BULLFROG 


1 

✓ 




TIME COMMANDO 

£44.83 

EA 


1 

✓ 




TOBAL N0.1 

£44.33 

SCEE 


1-2 

✓ 




TOMB RAIDER 

£44.35 

CORE DESIGN 


1 

✓ 




TOP GON: FIRE AT WILL 

£44.35 

MICROPROSE 


1 

✓ 




TOTAL NBA‘BB 

£44.33 

SCEE 


1-8 

✓ 



✓ 

TRUE PINBALL 

£33.33 

OCEAN 


1 

✓ 




TUNNEL B1 

£44.33 

OCEAN 


1 

✓ 




TWISTED METAL 

£33.33 

SCEE 


1-2 

✓ 




TWISTED METAL 2 

£44.35 

SCEE 


1-2 

✓ 




VICTORY BOXING 

£44.35 

JVC 


1-2 

✓ 




VIRTUAL GOLF 

£44.35 

CORE DESIGN 


1-4 

✓ 




VIRTUAL POOL 

£44.33 

INTERPLAY 


1-2 

✓ 




WARHAMMER 

£44.33 

MINOSCAPE 


1 

✓ 




WARHAWK 

£39.39 

SCEE 


1 

✓ 




WILLIAMS ARCADE CLASSICS 

£29.99 

GT 


1-2 

✓ 




WING COMMANDER III 

£44.99 

EA 


1 

✓ 




WIPEOUT 

£49.99 

PSYGNOSIS 


1-2 

✓ 

✓ 



WIPEOUT 20B7 

£44.95 

PSYGNOSIS 


1-2 

✓ 

✓ 



WORLD CUP GOLF 

£39.99 

OS COLO 


1-8 

✓ 




WORMS 

£39.99 

OCEAN 


1-4 

✓ 




WWF IN YOUR HOUSE 

£44.95 

ACCLAIM 


1-4 

✓ 



✓ 

WWFWRESTLEMANIA 

£39.99 

ACCLAIM 


1-4 

✓ 



✓ 

K2 

£44.95 

TEAM 17/OCEAN 


1-2 

✓ 




X-COM: ENEMY UNKNOWN 

£44.99 

MICROPROSE 


1 

✓ 


✓ 


X-COM: TERROR FROM THE DEEP 

£44.99 

MICROPROSE 


1 

✓ 


✓ 


IER0 DIVIDE 

£44.99 

OCEAN 


1-2 

✓ 





3 


mean 

hebcbx/wheei 


COMMENT 


SCORE 


Nice ENOUGH TO look at but ultimately a dull shoot 'em up. 

Simplistic racing game where every level plays the same. 

Unspectacular graphics abound in this occasionally fun shoot 'em up. 
Update of the Street Fichter series which includes new super moves. 
Custom combos and counter moves beat it's predecessor hands down. 

A COMPLETE INSULT TO THE STREET FIGHTER NAME. 

A FAIR RA CING GAME WITH PLENTY TO DO BUT NOT MUCH EXCITEMENT. 

Poor helicopter game. Co for Soviet Strike instead. 

One of the more simplistic football games. 

Solid RPC that isn't going to set the world aught but worth a look. 
Deviushly addictive puzzle game featuring Ryu, Ken and friends. 

Micro Machmes-style racer doesn't have enough pace to enthrall. 

NAMCO'S FIRST 3D BEAT 'EM UP. SUPERB, BUT OVERSHADOWED BY ITS SEQUEL. 

Improves on the original immeasurably. One of the best fichtinc games. 
An update of a great retro shooter. 

Polygon graphics can't save this averace Doom-clone. 

This could have been good fun , but it ends up being a novelty title. 

One of the gentler 'sim' games available. 

Unusual but fun time-travel fighting came. 

A FAIR BEAT 'EM UP GREATLY IMPROVED BY THE ADDITION OF A QUEST MODE. 

Female Indiana Jones antics on the Sony. One of the best games ever. 
Repetitive movie spin-off flight sim. 

Superb basketball game with incredible attention to detail. 

Four tables rr might have, but it still loses out to The Web's one. 
WipEout crosses with Doom in this high-speed shoot 'em up. 

Destroy the suburbs in this Mad Max-style car battle. 

An excellent sequel which is grander in scale and thrills. 

Deeper than most fichtinc games, this takes some getting into. 

A poor cousin to Actua Golf. 

A GREAT POOL GAME THAT OFFERS A REALISTIC SIMULATION. 

This absorbing warcame has depth, if not looks. 

Instantly playable flying game with great weapons. 

Retro compilation with five good games out of six, including Defehder. 
Superb movie sequences mixes with poor cameplay in this space opera. 
Ultra-fast styush racing came. A must for speed freaks everywhere. 
Better in every respect, this improves the graphics and is even faster. 
Competent golf game with great graphics. 

Multi-player joy will be yours in this fabulous battle game. 

Below averace wrestlinc game which offers little and provides less. 
Entertaining fichtinc came with deadly special moves. 

Tedious shoot 'em up which is far too difficult. 

Strategy caminc at it's very best as you take on alien invaders. 

X-COM UNDERWATER, EVERYTHING ELSE IS THE SAME. 

A SOUND ENOUGH FICHTINC CAME WHICH DOESN'T AMAZE. 
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IMPORT CMS 


DOUBLE DRAGON 

IMPORT 

TECMO 


1-2 

✓ 






This bears little resemblance to the coin-op and is extremely dull. 

49 

DYNASTY WARS II 

IMPORT 

CAPCOM 


1-2 

✓ 






There's little thought required in this action packed samurai game. 

BB 

EXECTOR 

IMPORT 

ARC 


1 

✓ 






Loaded-style came with even less playability. 

B2 

FIRE PRO WRESTLING 

IMPORT 

HUMAN 


1-2 

✓ 






The wrestlers look great, but the game is dull. 

B3 

GUNBIRO 

IMPORT 

ATLUS 


1-2 

✓ 






Initially a fun shoot 'em up which provides some short-lived fun. 

74 

HERMIE HOPPERHEAO 

IMPORT 

SONY 


1 

✓ 






Frustrating, repetitive and just a plain awful platform came. 

38 

HORNED OWL 

IMPORT 

SONY 


1-2 

✓ 




LIGHT GUN 


The first PlayStation ught cun came, and one of the most tedious. 

BB 

HYPER FINAL MATCH TENNIS 

IMPORT 

HUMAN 


1-4 

✓ 



✓ 



Bad animation and poor cameplay combine to make an awful came. 

S3 

METAL JACKET 

IMPORT 

SOLAN 


1 

✓ 






Customise your giant robots, then let them loose in this dull came. 

99 

MOBILE SUIT GUNOAM 

IMPORT 

BANOAI 


1 

✓ 






Extremely dull robot-based shoot 'em up. Avoid. 

37 

MOTOR TOON BP 

IMPORT 

SONY 


1-2 

✓ 

✓ 





Cute racing came which lacks speed. The sequel is far superior. 

51 

POWER INSTINCT 2 

IMPORT 

ATLUS 


1-2 

✓ 






One of the worst fighting games ever, featuring kung-fu crannies! 

49 

REVERTHION 

IMPORT 

TECNO 


1 

✓ 






Bizarre 3D battle came. Graphically stunning, but far too easy. 

21 

STAHLFEOER 

IMPORT 

SINTOS 


1 

✓ 






A BASIC, YET ENJOYABLE SHOOT 'EM UP. 

77 

SUPER BIG RROTHER 

IMPORT 

NCS 


1 

✓ 






Shoot 'em up starring underpant-wearing hero. Totally surreal. 

53 

TWIN BEE 

IMPORT 

KONAMI 


1-2 

✓ 






Two SHOOTING STYLES DOESN'T MAKE THIS DATED GAME ANY BETTER. 

55 

































































The twentieth 

ANNIVERSARY 

of Blake's 7 is 

CELEBRATED BY 

Virgin's 

WHOSE BOOK 
TAKES A 
BEHIND-THE- 
SCENES LOOK 
AT THE BBC'S 
CULT TV SHOW. 
X-PHILES CAN 
ALSO INDULGE 
THEMSELVES 
WITH X-TREME 
POSSIBILTIES, 
WHILE THE 

Babylon 5 

SAGA TRUN¬ 
DLES EVER 
ON... 



BlAKt’S 7-THt IHSIBl STORl 

Price: £12.99 
Released by: Virgin Books 
Rating: ★★★★ 

Well, 1998 will be this ropey 
old show's 20th anniversary so 
here's the first of, one imag¬ 
ines, a glut of celebratory 
books about it. And a jolly 
good one it is, too, taking a 
genuine look behind the 
scenes, being both honest and 
frank about the difficulties of 
making such a low-budget 
show in a sandpit and occasion¬ 
ally making viewers go 'Ooh, 
they must have spent a fortune 
on that'. In a lot of ways, this is 
a testament to the actors and 
technicians who make UK tele¬ 
vision rather than just a guide 
to Blake's 7 - by the time the 
book finishes, you wonder how 
anyone who worked at the BBC 
during the late seventies or 
early eighties ever managed to 
make one 50 minute drama, let 
alone 52 of them. 
Talking to many 
members of the 
various casts, 
behind-the-scenes 
folk (Sheelagh 
Wells was the make¬ 


up supervisor on 
much of the show, so 
she has some unique 
and rare insights) and 
producers, you get a 
good overall picture of 
what made Blake's 7 so 
popular with the actors. What 
you don't get (which is refresh¬ 
ing) is what makes it so good 
for the viewers. Here are no in- 
depth looks at the stories, or 
the characters or the history of 
Blake's 7. This is a straightfor¬ 
ward remembrance about actu¬ 
ally being there and this makes 
this a far more interesting book 
than it might at first seem. In 
fact, if there are any draw¬ 
backs, the book is incredi¬ 
bly badly designed, with 
black-and-white and 
colour photos slapped 
all over the place with 
little relevance or 
thought. The rare pic¬ 
tures are reprinted 
far too small or 
without explana¬ 
tion, and it has 
quite a dreadful 


MORE ITEMS OF MERCHANDISE CURRENTLY 
AVAILABLE WITH ALL THE LATEST BOOKS, VIDEOS AND RELATED 
CDS THAT WE BELIEVE WILL BE OF INTEREST TO PLAYSTATION 
GAMERS EVERYWHERE. 


front cover that gives the book 
a cheap rip-off look which 
betrays the quality of the con¬ 
tent. 

It is, however, a particularly 
nice reminder of a series peo¬ 
ple have fond memories of - 
very hard to believe it is twenty 
years old - and is guaranteed 
to bring nostalgia flooding 
back. 

STM WARS - SPIIHUR BF 
THE MIHR 3 S FIE 

Price: £10.99 
Released by: Boxtree 
Rating: ★★★ 

With Western civilisation 
gripped by Star Wars mania 
once again, what a surprise to 
see a graphic novel adaptation 
of the 'original' Star Wars 
novel, Alan Dean Foster's 
Splinter of the Mind's Eye. 

Written at a time when no 
sequel was definite to the orig¬ 
inal movie, Foster wrote this 
book as a possible cheaper 
movie idea. However, history 
chose to give us The Empire 
Strikes Back, Splinter has 
remained a curiosity and some¬ 
thing of a forgotten chapter in 
the Star Wars canon, especially 
in light of Bantam's more 
recent publishing plans. 
However, there's no getting 
over the fact that Splinter is a 
damn fine story and taken in 
context (ie before we knew 
Vaderwas Luke and Leia's 
papa, or Luke and Leia were 
even siblings) it is a darn good 
thriller. Transferring it to the 
comic strip page might have 
taken twenty years, but it 
works very well indeed, 
although in visualising Halla my 
memories are radically chal¬ 
lenged -1 always saw her as a 
crumbly old woman, more a 
human Yoda than the glam¬ 
orous Golden Girls-style 
grannie she is here. 

Likewise, 

I'm sure the 
| book painted 
Grammel far 
more bloated 
and ugly than 
he is here, but 
these little quib¬ 
bles are made up 
for by other glori¬ 
ous moments of 
artistry-the bat- 
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tie between Luke and Vader, 
Grammel's death (yeuckk) and 
the two Yuzzem are delightful, 
and far better than one might 
have got out of the book. I 
recall the Vader/Luke 
fight as particularly 
complicated on the 
printed page and bear¬ 
ing in mind what hap¬ 
pens to Luke's hand 
in Empire, the loss 
of Vader's arm here 
makes his later 
revenge far 
sweeter. 

This is a nice 
addition to 
Boxtree's graphic 
novels, and they promise a lot 
more before this twentieth 
anniversary year is over and 
done with. 

X TREME POSSIBILITIES 

Price: £ 4-99 

Released by: Virgin Books 
Rating: ★★★★ 

Living in an era where The X 
Files has taken on the market¬ 
ing properties of The Bay City 
Rollers, Teenage Mutant Ninja 
Turtles and the first Batman 
movie combined, one is forced 
to ask oneself, "What the hell 
do we need yet another unau¬ 
thorised guide to the wretched 
show for?" The answer comes 
in two parts. Firstly, this is the 
first one that actually sits on a 
bookshelf along with all your 
other paperbacks and looks 
nice rather than being 
outsized and falling on 
the floor. And second¬ 
ly, it's really very good 
indeed - something 
that cannot be said 
about a vast majori¬ 
ty of other X Files 
books out there. 

Following the 
same format as 
their Avengers, 

Doctor Who and 
StarTrek guides, the Cornell, 
Day and Topping team go 
through each episode, pointing 
out such wonderful things as 
'Don't be in the Teaser' for all 
those characters you just know 
wiir be dead before the theme 
music, or moments when Scully 
remembers she is a qualified 
medical doctor. 

It also makes highly non-PC 
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comments about Scully's vari¬ 
ous states of undress, but with 
a tongue firmly implanted in its 
cheek. Going from The Pilot to 
the eighty-second episode 
Terma (just out on video, 

folks), X-Treme 
Possibilities is a 
I very good romp 
through the 
show, telling you 
what you need to 
know and enjoy 
without trying to 
swamp us under 
f'serious' observa¬ 
tions about real UFO 
I invasions etc. 
Ultimately for people 
who like the X Files on 
television, this is the only book 
you will ever need on the show. 

EIHAl ROOM - SAME SECRETS 

Price: £15.99 
Released by: Prima 
Rating: ★★ 

Reviewing this as a player of 
the PlayStation version of Final 
Doom is a little unfair as it is 
clearly aimed at the PC player. 
It's nevertheless useful at 
times for we poor saps who, as 
this book so eloquently expos¬ 
es, feel cheated by the cut- 
down PlayStation version. Still, 
Final Doom is a good game, 
giving lots of levels to capi¬ 
talise on the success of the 
original. But whereas this book 
outlines 64 levels of murder 
and demonic mayhem, only 
eighteen of 
them have any 
relevance to 
PlayStationers. 
However, like all 
unauthorised 
Secrets books, 
Prima's hints and 
guides can be very 
seful, especially as 
PlayStation ver- 
.*'* f sion has so many lit- 
‘ 1 \ tie rooms and 
secrets revealed on 
the maps on screen that simply 
aren't accessible, and this book 
will show you when to give up 
trying. 

The only drawback to Prima's 
stuff is their designer clearly 
had a surplus of red ink, as not 
only are the little indicators on 
the maps flagged in red, the 
backgrounds are also red, and 


















it becomes just as difficult to 
find your way around the maps 
as it is on screen. As a helpful 
guide though (and as a sore 
reminder of id's stinginess - we 
got 54 level on original Doom) 
this book is fun. But unless you 
are really frustrated with Final 
Doom, it is probably not worth 
forking out £15.99. 
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V IHl SUMS 

Price: £ 9.99 

Released by: Beyond Vision 
Rating: ★★★★ 

As Independence Day bursts 
out on video, the original two 
mini-series and the first few 
episodes of the TV version of 
ID4's progenitor turn up. V is 
the alien invasion story to end 
all such stories and despite 
ID4's bigger and better effects, 
V's storytelling is far more 
intelligent and exciting. Its 
focus is on the attempts by the 
human resistance to, first 
expose, and then repel the 
invaders led by John, Pamela 
and, most deliciously evil of all, 
Diana. Where V lost out occa¬ 
sionally was the sheer direness 
of the actors. Marc Singer 
looks every inch the heroic 
freedom fighter, but I'd doubt 
whether I would follow his 
every word somehow. V 
worked well because, in the 
two mini-series V and V - The 
Final Battle, we watched as 
mankind fought for everything 
dear and The Nazi par¬ 
allels were so OTT to 
be laughable but the 
human stories were 
believable and 
enthralling. 

You cared about 
the characters, 
many of whom 
weren't alive to 
see the Visitors 
repelled. By the 
time the TV 
show arrived, the 
Visitors were back, immune to 
the red dust and minus their 
vice synthesisers, but for the 
first dozen episodes, still 
vicious warmongering bastards 
who needed to be shot down. 
The first episodes released are 
the creme de la creme, includ¬ 
ing the two alternate episode 
threes both of which introduce 
the character of Kyle Bates in 
different ways - one of which 
was shown on US television 
during the original run, the 
other replacing it in repeats, 
whereas in the UK different 
ITV regions showed different 
Episode Threes to the confu¬ 
sion of all. "Hey, Kyle was 



introduced in that work camp" 
says man in London. "No he 
wasn't," says confused man in 
Manchester, "he rode his bike 
along the road and met 
Robin." Thus Beyond Vision 
ensure we get the best of both 
worlds here with both stories. 
You chose your favourite! Sadly 
even though it was still the 
most superior SF show US tele¬ 
vision had made until Alien 
Nation came along, the series 
goes downhill towards the end 
when half the cast are written 
out and the inter-relationships 
between the Visitors take 
precedence over the action. 

But stick with this one, it's 
really far better than you 
would expect. 

BABYIBH 5 - VBlUMf 22 

Price: £11.99 

Released by: Beyond Vision 
Rating: ★★★★ 

This the third and best season 
of Babylon 5, where the 
Shadow War takes precedence 
over everything. The characters 
emerge as real three-dimen¬ 
sional people and the whole 
on-going plotline makes it 
essential viewing. 

The first two episodes really 
kick everything into gear with 
the arrival of Marcus Cole, one 
of Ambassador Sinclair's 
Rangers, to be permanently 
based aboard Babylon 5, ready 
to help Captain Sheridan fight 
the Shadows. To add to their 
already impressive firepower in 
Matters of Honor 
comes The White 
Star, an awesome 
f ship of enormous 
destructive power 
is provided, sur¬ 
prisingly, by the 
IfMinbari. As the 
fpolitical intrigue 
v between Londo and 
I G'Kar heat up, 
“Sheridan realises the 
war is not only being 
§ fought outside in 
deep space, but in the 
ambassadorial quarters. And 
standing amongst all this are 
the mysterious Vorlons. The 
second episode. Convictions, 
sees a terrorist threat aboard 
the station that brings 
G'Kar and Londo togeth¬ 
er to try and save the 
injured Lennier. 

Babylon 5 is so good 
by this time that as 
each episode ends, 
you want Beyond 
Vision to release 
them far more fre¬ 
quently so you can 
keep up with it 
all. Good stuff. 


The Babylon 

5 SERIES CON¬ 
TINUES WITH 
THE 22 ND VOL- 
UMESj WHICH 
CONTAINS 
SOME OF THE 
MOST ABSORB¬ 
ING EPISODES 
SCREENED SO 
FAR. 
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At £250 AND 
WITH WITH 
GAMES WEIGH - 
INC IN AT £60 
A THROW, IS 
THE N 64 STILL 
A MAJOR 
THREAT TO THE 
RELATIVELY 
CHEAP 

PlayStation? 



THE NEXT NEXT 
GENERATION 

I have heard rumours from an 
important member of staff at 
HMV that a PlayStation 2 is 
going to be released this 
Christmas to try to compete 
with the awesome N64, is 
this true? I also heard that 
the only reason we haven't 
heard of this new console is 
because Nintendo own a 
share of Sony or PlayStation 
and the news of a better con¬ 
sole would severely damage 
N64 sales, is this true? 

If the above is not true, 
what is Sony going to do 
about the N64. Surely there 
is an upgrade in the immedi¬ 
ate future as the N64 has the 
64DD upgrade already! 
Something has to be done to 
make the PlayStation 'king of 
the consoles' once again. 
Alex, Cheshire 

While Sony do intend to follow 
up the PlayStation, they feel 
the current hardware can hold 
its own against the N64 on a 
number of counts, notably 
software support, the price of 
CDs and the cost of the 
machine itself. As such, while 
'PlayStation 2'is a definite 
launch for Sony, it isn't likely 
to see the light of 
day until T 999, 
so don't both¬ 
er saving just 
yet. The idea 
of Nintendo 
owning a 

share of Sony _ 

comes from past } 
dealings between 
the two. Sony 
were originally 
working on a CD 
drive which was set to work in 
conjunction with Nintendo's 
Super NES console, but as the 
pair started work on the 
'Project Reality' system which 
eventually became the N64, 
they went their separate ways 
- with Sony taking their CD 
idea with them, and evolving it 
into the PlayStation. Despite 
these links, though, Nintendo 
do not hold any Sony shares. 
And as for the N64 having the 
64DD upgrade: not yet it 
doesn't, and the industry is 
getting a little jittery that 
there is nothing concrete to 
see of it as of yet. 
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THE PLAGUE 
SPREABS... 
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I am not normally one to 
write into magazines but due 
to the ongoing discussion 
questioning the goodness of 
the PlayStation - a strait 
jacket and a padded cell 
could not restrain me from 
butting into the conversa¬ 
tion. 

Firstly, I would like to 
empathise with Bill Howie's 
predicament (Issue 18). On 
hiring Doom for my magical 
grey box I encountered simi¬ 
lar problems; after playing 
for an hour or so I began to 
feel nauseous and depressed, 

I felt as if someone was prod¬ 
ding my retinas with blunt 
pencils and I had to sit in a 

dark room for many 
moons until I 
recovered - I'm 
not squeamish 
• or anything 
I can 
chew 
^broken 
^fcjy glass 
^ while laugh- 
tg merrily and watch 
Richard and Judy on This 
Morning. 

Secondly, all you moaning 
gits out there on your second 
PlayStation due to the deadly 
FMV/disk skip; shut it! 

You're not hard done by, I am 
now on PlayStation number 
four; Number one was the 
store show model that I 
bought out of desperation 
because they were out of 
stock and it started skipping 
sound and FMV after just a 
few weeks so I took it back 
and had to wait weeks to get 
number two, which promptly 
did the same. This time I 
phoned the helpline and they 
arranged for a courier to 
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began to write this letter to 
support his claim that 
PlayStation games such as 
Doom and Descent do indeed 
cause a horrid sensation that 
can only be compared to 
motion sickness. 

When I first played the 
excellent Doom demo that 
PlayStation plus supplied 
way back I was immediately 
hooked and decided to pur¬ 
chase it on release. I would 
play the game for long peri¬ 
ods and enjoyed it very much 
even though at the end of a 
playing session, I would feel 
unwell and slightly sick. 
Initially, I did not even con¬ 
sider that the cause of my 
sickness may be in some way 
related to playing Doom, as I 
had never previously been 
affected by computer games 
in this way. 

Several days later while my 
brother had been playing 
Doom for a short while he 
casually mentioned that he 
was feeling slightly sick. It 
suddenly hit me as I realised 
that the cause could be 
linked to playing Doom. My 
suspicions were confirmed 
when my brother pointed out 
that he was feeling fine 
before he started playing. I 
began to hate Doom and even 
the mere thought of playing 
the game now would make 
my stomach churn. 

None of my friends who 
have played Doom are affect¬ 
ed as I am and so find it hard 
to believe or understand my 
problem. When I read Bill 
Howie's letter, I was immedi¬ 
ately able to relate to his 
frustration, as I have since 
got rid of Doom and Alien 
Trilogy from my collection, 
but unlike Bill, when I play 
Ridge Racer Revolution or 
WipEout I am not affected in 
the slightest. 

To end my letter I would 
just like to say that I cannot 
even consider buying Tenka 
anymore as I am positive that 
it will affect me and many oth¬ 
ers in the same way as Doom. I 
very much hope that game 
developers will show some 
interest in the matter and 
research into the problem. 
Jacob Kassabian, London 


come and give me a ''refurb'' 
number three which followed 
suit. I phoned the hotline 
again and gave the poor lass 
on the other end and earful 
until I got to speak to a Sony 
"main man" with an unpro¬ 
nounceable name. Main man 
arranged another refurb 
(number four) plus a copy of 
Crash Bandicoot which works 
fine... so far. 

As for all this stuff about 
turning the machine upside 
down - cobblers! We should¬ 
n't have to. I mean 
PlayStation, I respect your 
next generation games and 
your ability to chuck poly¬ 
gons around in great abun¬ 
dance and at more numerous 
frames per second, but if you 
were to come to my house 
and get my games jumping 
and skipping like a camp kan¬ 
garoo with a firecracker up 
his arse - I should say "Oi, 
PlayStation, No! At £300 a 
pop I should be able to use 
you as a football like I could 
my sturdy Super NES you stu¬ 
pid, grey lump of shit!!'' 

The PlayStation is a superb 
games machine but, honest¬ 
ly, if it had a neck - I would 
wrap my hands around it and 
throttle it to within an inch of 
its life. Great mag. Keep up 
the good work. Edit at will. 
Douglas, Fife 

That's nothing. In my day, 
we'd get up half an hour 
before we went to bed, etc, 
etc, etc. 

THE PLAGUE SPREABS 


As soon as I read Bill Howie's 
letter concerning motion 
sickness (Volume 2, Issue 6) I 
grabbed the nearest pen and 


The motion sickness syndrome 
is worse than we thought. It 

















doesn't affect us lot here a 
great deal , but there are a few 
games guaranteed to make us a 
bit nauseous. 

a mm if is 

I have been playing games 
since the Spectrum ZX, 
through the Master System 
and Mega Drive and ending 
with a PlayStation (despite 
being only 15 years old). I 
remember when an arcade 
game was far superior to any 
console conversion, but 
nowadays it seems that noth¬ 
ing is beyond our beloved 
grey box of tricks, as well as 
adding in a few new options 
for good measure. But now, 
Capcom claim that Street 
Fighter 3 will be too 
advanced for the PlayStation, 
will this mean that companies 
will now revert to creating 
inferior conversions or even 
to create original games? 

Could this also lead to an 
increase in the popularity of 
arcades as they will once 
more be better than con¬ 
soles? Or is this simply a one 
off and programmers will dis¬ 
cover new ways to create 
graphics better? But aren't 
arcades expected to be bet¬ 
ter than consoles as arcades 
are for one game only? 

Also, keep doing the excel¬ 
lent features, like the one in 
Issue 14 on designing and 
producing your own games, 
orthe one in Issue 15 on 
advertising video games. 
These features are far 
beyond the standard of most, 
if not all, other magazines 
Jacob Rukin, Wilts 

Capcom is bound to try and 
cram a version of Street 
Fighter 3 on to the 
PlayStation, as the series is 
one of its greatest revenue 
earners, and demand for 
Street Fighter 3 is bound to 
be high. What Capcom basical¬ 
ly said was that the arcade ver¬ 
sion of Street Fighter 3 could¬ 
n't be transferred to the Sony 
machine. Then again, there 
was no way the original Street 
Fighter 2 could have been 
crammed into the Super NES, 
but they managed it, and very 
good it is too... 

A GRANDAD MITES 

I am a late arrival at the 
PlayStation, and it is mostly 
thanks to my grandson (yes, 
that late) that I have one at 
all.Although I do have a cou¬ 
ple of problems. 

I notice that there is a 
marked differential in the 


prices of games, I cannot 
understand why it is that 
Tomb Raider costs me £10 
more than someone who 
buys the version for a PC, 
with other games the differ¬ 
ential is even more marked; 
last week I saw one high 
street store selling the PC 
version of FIFA '97 for £15 
less than the PlayStation, 
how can this be justified? 

Certainly there are many 
more PCs in use than 
PlayStations, but the 
PlayStation market is suffi¬ 
ciently large that most of the 
financial benefits of volume 
production have already 
been met. It cannot, either 
be due to the cost of coding, 
since in the development of a 
new piece of software the 
largest item is the production 
of the source code: versions 
to run on different systems 
can be produced relatively 
cheaply by use of conversion 
programs. So why do we have 
to pay so much for our 
games? 

The other problem relates 
to Sim City 2000. 1 think that 
this is probably one of the 
most demanding of games 
available, since it puts a pre¬ 
mium upon judgment rather 
than mere speed of reflexes, 
unfortunately I am having 
great difficulty in getting to 
grips with it (perhaps I lack 
judgment!) Partly the prob¬ 
lem is that the program 
seems not to respond to 
commands in the way the 
manual claims. For 
instance, several of the 
"rubber-banding" com¬ 
mands are so slow to 
respond that I find it 
extremely difficult 
to get any roads 
and railways in 
place. Is there 
any source of 
help apart 
from the 
manual? 

M S Ruddock, 

York 


Lara Croft: 

CONSIDERABLY 
CHEAPER IN 
HER PC 
outfit. Just 

WHYARE 

PlayStation 
games so 

MUCH MORE 
EXPENSIVE 
THAN THEIR 
NICH-ON IDEN¬ 
TICAL PC 
COUNTER¬ 
PARTS? It's 
ALL TO DO 

with Austria, 
AND THE CD 
DUPLICATION 
PROCESS. 


The weak point in 
your argument is 
that Sony games 
aren't easy to duplicate 
at all. Sony only allow 
PlayStation games to be 
duplicated from one source, 
thus giving them a complete 
monopoly over pricing and 
release dates. It's not a fair 
system, but one Sony feel 
allows them to control the 
supply of releases and their 
quality. Although the likes of 
Cheesy the Mouse and Lomax 
in Lemmingland put the mock¬ 
ers on that theory... 
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the most ehepuehtiy asked msuous or the mouth art, 

OHCT AEAIH, MET WITH STRAIGHT AHSWEKS. 

I desperately wanted to buy one of Datel's 120 slot 

Q memory cards, but your report of their unreliability 
made me think twice. I assume Datel are aware of the 
problems, but wondered if you could explain just why the 
said cards are playing up? 

■h Apparently, the reason that the Datel card keeps crashing 
HI with certain games is due to the way it compresses the 
Hi save data for storage. Ordinarily, such a technique would 
be trouble-free, however, recent releases have been employ¬ 
ing their own data compression routines which, if compressed 
further by the memory card result in the machine crashing. 
Tomb Raider and Destruction Derby 2 are two examples of 
recently-released games which use special compression tech¬ 
niques, but for more information call Datel's technical support 
department on 07 782 744324. 

A mate of mine has just bought an N64, and I was real- 

Q ly impressed by Acclaim's Turok the Dinosaur Hunter - 
one of the best games I have ever seen. Are Acclaim 
planning to port the code over to the PlayStation, or is it 
too complex for the PlayStation to handle? 

jgj Rather confusingly, the answer is yes and yes. Yes, 

HI Acclaim are indeed planning to release Turok for the 
■Si Sony machine, but yes the N64 version would be too 
complex for the PlayStation to handle. Acclaim's conversion is 
going to be a slightly truncated version of the Nintendo game, 
with the same 3D action retained, but obviously less detail 
and visual trickery. No release date has been set as of yet, but 
it seems likely Turok will appear in time for Christmas. 

I own a PC, and Id's Quake rates as one of my all-time 

Q favourite games. I love the multi-player aspect and the 
full 3D environment, but imagine that a lot of this will 
be lost when the PlayStation version is released. Is there 
any news on PlayStation Quake as of yet, and how close to 
the PC game is it likely to be? 

jjj Initial reports indicate that the PlayStation version of 
HI Quake is in the capable hands of Williams, who produced 
iSi the Doom conversions for Id. As of yet, there is nothing 
to see of the game, but while the graphical resolution is likely 
to be less than the high-powered PC game, a link-up mode is 
expected to be included - using enhanced Death Match rou¬ 
tines from the two Doom games. As with most CT software of 
late, the Saturn version is leading in the development, but the 
PlayStation PAL version should hopefully rear its head in time 
for Christmas. 

In the Tekken 3 news report in issue 18 there were 

Q details of the arcade machine but nothing on the 

PlayStation version. Is this because Tekken 3 isn't com¬ 
ing out on the PlayStation? 


Don't worry, Tekken 3 is definitely coming to a 
HI PlayStation near you. However, the chances of it appear- 
EiU ing before Christmas are very slim indeed, and it is likely 
to be a cut-down version, at least graphically, of its arcade 
I parent. There is, though, a interesting rumour that Namco is 
\ planning something very special for the game in terms of an 
add-on extra. Quite what this peripheral will be or indeed 
. even look like remains to be seen, but it will apparently 
increase the RAM of the PlayStation to allow it to easily 
handle the memory intensive code of Tekken 3. 
Please note, this is only a rumour and neither Sony 
or Namco has an official line on the add-on as yet. 
Naturally PlayStation Plus will keep you up to date 
with any changes to what is one of the most 
eagerly awaited games that the PlayStation 
has yet to see. 
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Racer 

Get ready to burn rubber as 
French developer Delphine 

ROLLS OUT ONTO THE TARMAC 
WITH ITS SUPER-FAST BIKE GAME, 

Moto Racer. With cool 

GRAPHICS, LOADS OF MONSTER 
BIKES AND SOME SMART TRACKS 
TO TEST OUT, COULD THIS BE THE 
FASTEST THING ON TWO WHEELS? 

Find out in next month's 

EXCLUSIVE PREVIEW. 


Daddighl Confl i 

M/itu f irur cnnorcn 


With light sourced 

GRAPHICS TO DIE FOR AND 
CHALLENGE BY THE BUCKET FULL, 

Darklight Conflict has 

ALREADY MARKED ITSELF OUT 
FROM THE CROWD. 

With more deep space battles 

AND STAR-SHATTERING 
EXPLOSIONS THAN STAR WARS, 

PlayStation Plus prepares to 

ENTER THE NEXT DIMENSION WITH 
AN EXHAUSTIVE REVIEW OF THIS 
STUNNING SHOOT 'EM UP 
IN THE NEXT ISSUE. 



/SS Pm 

Sony has dubbed ISS Pro the 

BEST FOOTBALL GAME EVER, AND 
THEN HELD BACK THE RELEASE 
DATE LEAVING US ALL QUIVERING 
WITH ANTICIPATION. 

In the next issue find out 

WHY THIS FOOTIE SIM IS AT 
THE TOP OF THE PLAYSTATION 

Plus league as we give you 

A PLAY BY PLAY REVIEW. 



Subscriptions 

AND BACK 

ISSUES 

AVAILABLE 

from: 

Tower 
Publishing, 
Tower House, 
Sovereign 
Park, 

Lathkill 

Street, 

Market 

Harboro, 

Leicester. 

LE 16 GEF. 

Tel: 01858 

468888 

Six-month 

subscription 

rates: 

UKandBFPO: 

£ 17-70 

Annual 

subscription 

rates: 

UKandBFPO: 
£ 35 - 40 , 
Surface mail: 
£40.00, 
Airmail 
Europe and 
Eire: £46.00, 
Airmail Zones 
1 and 2: 
£73.00. 

Back issues: 
UK: £3-75, 
R.O.W: £ 6.25 
(includes 
P&P) 


The June issue of PlayStation Plus is on sale 24th May 


PlayStation Plus is selling out fast, so reserve a copy of the ultimate guide to the PlayStation by 
handing the following form into your local newsagent: Please reserve me a copy of PlayStation Plus 

NAME ... 

ADDRESS . 
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A-Train 


£38.95 

Actua Golf 


£39.95 

All Terrain Racing 


£39.95 

Beyond The Beyond 


£39.95 

Blazing Dragons 


£34.95 

Bubble Bobble Trilogy 


£32.95 

Braindead 13 


£34.95 

Breakpoint 


£39.95 

Broken Sword 


£38.95 

Cheesy 

% 

£36.95 

Chronicles Of The Sword 


-^£39.95 

Command and Conquer 


£39.95 

Complete Onside Soccer 


£38.95 

Crash Bandicoot 


£39.95 

Crusader - No Remorse 


£39.95 

Destruction Derby 2 


£39.95 

Die Hard Trilogy 


£39.95 

Dark Stalkers 


£38.95 

Deadly Skies 


£38.95 

Earthworm Jim 2 


£38.95 

ESPN Extreme Games 


£39.95 

Exhumed 


£38.95 

FIFA ‘97 


£39.95 

Firo & Klawd 


£37.95 

Formula 1 


£39.95 

G-Police 


£39.95 

Incredible ftulk Pantheon Saga 


£38.95 

Int. Superstar Soccer Deluxe 


£39.95 

Jumping Flash 2 


£38.95 

Legacy Of Kain 


£38.95 

Lomax in Lemming Land 


£38.95 

Madden NFL ‘97 


£39.95 

Mechwarrior 2 


£39.95 

Micro Machines 3 


£38.95 

Monster Trucks 


£39.95 

Mortal Kombat Trilogy 


£38.95 

Myst 


£39.95 

Namco Museum Piece Vol 1 


£39.95 

Namco Museum Piece Vol 2 


£39.95 

Namco Museum Piece Vol 3 


£38.95 

Namco Soccer Prime Goal 


£38.95 

Namco Tennis Smash Court 


£38.95 

NBA ‘97 


£39.95 

Pandemonium 


£34.95 

PGA Tour ‘97 


£38.95 

Porsche Challenge 


£39.95 

Powermove Pro Wrestling 

j# 

£39.95 

Project Overkill 


£38.95 

Resident Evil 


£36.95 


Ridge Racer Revolution 

£38.95 

Riot 

£39.95 

Samurai Showdown 

£39.95 

Sentinent 

£39.95 

Silverload 

£38.95 

Sim City 2000 

£39.95 

Soul Blade 

£39.95 

Soviet Strike 

£39.95 

Starfighter 3000 

£38.95 

Star Gladiators 

£37.95 

Street Fighter Alpha 2 

£38.95 

Street Racer 

£38.95 

Suikoden 

£38.95 

Supersonic Racers 

£39.95 

Syndicate Wars 

£39.95 

Tekken 2 

£39.95 

Tomb Raider 

£38.95 

Top Gun: Fire At Will 

£38.95 

Toshinden 2 

£39.95 

Total NBA ‘97 

£39.95 

Transport Tycoon 

£38.95 

Tunnel B1 

£38.95 

Twisted Metal World Tour 

£37.95 

Victory Boxing 

£37.95 

Viper 

£37.95 

Warhammer - Shadow Of The 

Horned Rat 

£37.95 

Williams Arcade Classics 

£30.95 

Wipeout 2097 

£39.95 

X-Com Terror From The Deep 

£38.95 

X-Men Children Of The Atom 

£38.95 

HARDWARE 

Playstation Console 

£194.95 

Playstation Controller 

£24.95 

Scart to RGB Lead 

£18.95 

Negcon Control Pad 

£39.95 

Performer Steering Wheel 

£49.95 

Phono to Scart Lead 

£9.95 

ASCII Joypad 

£28.95 

ASCII Joystick 

£48.95 

Memory Card 

£19.95 

Mouse 

£23.95 

Courier Bag 

£13.95 

Link Cable 

£18.95 

Multi Tap 

£30.95 

Euro AV Cable 

£32.95 


UNIT 15, MITCHELL POINT, 
ENSIGN WAY, HAMBLE, 

HANTS, S031 4RF 

Our Sales staff are ready to take your order Monday-Friday 
9.00am-6pm; 

Saturday 10.00am-4.00pm. 

^ Please have the product name, advert reference 
code PM9701 , credit card number and 
expiry date, billing address for your credit card and delivery 
r address ready. This will help us to 

process your order quickly. Order by credit card, cheque or 
Postal Order. Free delivery in the UK. £5.00 Europe. £8.00 Rest 
of the World. 


ALL 

PRICES INCLUDE VAT 




CD Direct will attempt to 
match or beat any advertised 
price on all software 
featured in this magazine 


SECURE ON-LINE ORDERING 
AVAILABLE AT 

http://www.cddirect.co.uk 

INTERNATIONAL SALES (6 LINES) 

TEL: (44) 01703 455115 
FAX: (44) 01703 453231 

Email: sales@cddirect.co.uk. 

PRICES CORRECT ON DAY OF PUBLICATION BUT ARE 
SUBJECT TO CHANGE. PLEASE FREEPHONE BEFORE 
ORDERING TO CONFIRM PRICE AND AVAILABILITY E.&O.E. 





















DARKLIGHT 


SOUL BLADE 


REBEL ASSAULT 2 






























